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NOW AVAILABLE FOR NINTENDO (4 


SUPPORTS 
4 PLAYERS ! 


'NINII NIX) 64 VERSION only) 
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An all-new addiction exclusively for the PlayStation game console. 

The best parts from the original have been super-charged for the latest and final version of 
Descent for the PlayStation game console. Use upgraded weapons, a faster reaction time and 
blow through never-before-seen levels and you'll see why this one is called MAXIMUM. 

Your newest addiction comes faster and hotter for you gamers who just want to 
plug-in and play! 

But you better hurry - this is the last time Descent is coming to the 
PlayStation game console. After this, the only thing 
left will be some incredible memories and a few 
new craters. 


HP' # 


«s2J 

Playstation 


Developed by: 

BY GAMERS. FOR GAMERS.™ Parallax 

Interplay Website: www.interplay.com Soft WcirC 






the Last Time! 



36 All-New levels never-before-seen 
in any Descent game. 


'-V High-impact, non-stop subterranean action 
designed specifically for the PlayStation 
game console. 

New throbbing "stroboscopic" light source 
shading effects brings the intensity right 
in-your-face. 

y More than a dozen weapons of devastation, 
from double-damage cannons to Level 6 Lasers. 

y We mean 360° fluid movement - any direction, any time, 
at full speed. Use Sony's Analog Joystick for more 
enhanced control. 


y Grab a Link Cable and go from One 
player to Two-player Anarchy Levels. 

Metal pounding digital soundtrack 
takes your sensory input past all 
safety zones. f 



© 1997 Parallax Software. All rights reserved. Descent, Maximum, and Interplay are trademarks of Interplay Productions. All rights reserved. PlayStation and the PlayStation logo are 
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 
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Game Players 








I In our new ULTRA GP GameShop 
I I section, you’ll find loads of super- 
/ cool prizes, including HUGE 
/ BOXES OF CHRIS SLATE’S 
r DISCARDED CRAP! You can also 
try your hand at snagging one of 
our other way cool prizes! 


Will the fates be kind to this super RPG or will FFVII 
knock it right off the shelves? Find out on page 68! 


APOCALY 


BRAHMA FORCE 


*\ rgiH/iaat 


The mechs are coming and you’re in command! 
Check out the armored action on page 80. 


APOCALYPSE * 

2 : We’ve got the first 
sneak peeks! 
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PHOTO REALISTIC PLAYER GRAPHICS 


...or join his fan club. 


We could tell you that ALL-STAR BASEBALL ‘97 FEATURING FRANK 
THOMAS' has every feature you ever wanted (because it has). But every 
ball player will tell you he can hit. Or pitch. Or field. It’s how you play that matters. 

Just like an All-Star, we’re bringing you the complete package. Intuitive. 
Fast. Accurate. Consistent. And multi-talented. Because an All-Star isn’t just a 
pitcher. He’s a fielder, too. An All-Star isn’t just a batter. He’s a threat to steal. 
An All-Star isn’t just a catcher. He’s a pitching coach. An All-Star is a workhorse. 
And a stallion. An All-Star is a player. All the time. 




PLAY BY PLAY CALLS 
FROM JON MILLER 
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FULL SEASON TEAM AND 
PLAYER STATS 



TRADE PLAYERS BETWEEN TEAMS 



www.majorleaguebaseball.com 


A PERFECT GAME 


Major League Baseball trademarks and copyrights are used with permission of Major League Baseball 
Properties, Inc. ©MLBPA Officially Licensed By Major League Baseball Players Association. Officially 
licensed by Big Hurt Enterprises, Inc. PlayStation and the “.ft." logo are trademarks of Sony Computer 
Entertainment, Inc. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. All rights 
reserved. Acclaim is a division of Acclaim Entertainment, Inc. ® & © 1997 Acclaim Entertainment, Inc. 
All Rights Reserved. Screen shots shown were taken from the PlayStation version of the videogame. 
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EDITOR FRRNK O 5 CONNOR 


Well, now that the 
evil reign of Chris 
Slate is over, it’s 
time for a new evil 
reign... mine! Actually, 
I’m slightly more insane 
and diabolical than he ever 
was. And I can dunk better, too. 

And I’m biased also. My favorite game 
machine is the Virtual Boy and I only like 
games that are red. When I’m forced to 
play regular games, I fill a fish bowl with 


fresh-sgueezed cranberry juice and put it 
on my head. You haven’t played Tekken 
until you’ve played it Virtual Boy-style. 

This month, we're introducing a 
couple of groovy new things, not least of 
which is Francesca Reyes, the grooviest 
game-playin’ girl in Gameland. She’s 
helping us build up our code section and 
spruce up our previews. This issue is 
jam-packed full of glorious gaming 
goodness, so quit reading this and dig into 
the mag. FRANK 


prank o'connor 


foconnor@gamep layers . con 

Editor-In-Chief Frank O’Connor wasn’t 
the least bit afraid of taking over the 
Editorial reins of UGP. Of course, that 
was before he’d heard about one of 
Bill’s old heirlooms... the Box! 


Roger eurch ill 


rburchLll@gamep Layers . con 

Reviews Editor Roger Burchill is really glad 
that Francesca has decided to ‘take over’ 
Rog’s duty as Code Meister. ‘After all’, 
chortles Rog,’ it’s not like she had any 
choice in the matter!’ 


Mike saiHon 


nsaLnon@ganep Layers . com 

Senior Editor Mike Salmon is quaking in his 
boots lately, since Frank has joined the 
team. ‘My high scoring days are over!’ says 
Mike. ‘After all , the Scots invented the 
slam dunk, didn’t they?’ 


eLU Donohue 


bdonohue@gamep Layers . com 

Managing Editor Bill Donohue has been 
getting a lot of really big packages in the 
mail lately. ‘It’s nice getting mail from old 
friends’, he says. ‘Why look, this package is 
from BoBo. I wonder what it could be... ‘ 



Francesca Reues 


freyes@gamepLayers . com 

Associate Editor Francesca Reyes is the 
newest member of the UGP team, it’s 
kinda hard typing in the dark’, Francesca 
says. ‘Hey, what’s this dead clown doll 
doing in here... ’ 
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Why settle for just still screens when you can see the games in action 
for yourself? Just take a look at this month’s hit list: 


Crypt Killer 
Dark Rift 
War Gods 
Bushido Blade 


Clayfighter 
FI Pole Position 
Mass Destruction 
Ball Blazer Champions 


Need For Speed 2 
Brahma Force 
Toshinden 3 
Rush Hour 


Scorcher 
Powerslave 
Wild Arms 
VMX Racing 


Test Drive Off-road WCW vs The World Fighting Force 
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SECR’S NEXT 

l SYSTEM ) 




Sega is already hard at uork finalizing 

the specifications for its neu tM-bit platform 


urrently entitled Black 
Belt, Sega's new hard- 
ware is drawing a lot 
of attention from the develop- 
ment community, not only 
because of its impressive specs, 
but also due to the partnerships 
surrounding the hardware. 
Previously, it was thought that long- 
time hardware partner, Lockheed Martin, 
was a 'shoe in' for designing the new graphics 
sub-system, but it seems that Sega has had other 
plans. Currently, Sega is planning to use some variety 
of the 3Dfx Voodoo graphics chipset as the basis for its 
graphics sub-system. Recently, 3Dfx confirmed the 
existence of the system when it filed a report 
with the SEC in preparation of its initial 
public stock offering. The report reveals 
that Sega has purchased a minority 
stake within the company, and 
reveals details about the hardware. 

In addition to the graphics 
sub-system of the console, Black 
Belt is to be crammed with RAM. 

Currently 16MB of general pur- 
pose RAM are expected to be 
packed into the system, with an 

WW IWua Fighter 3 Ste me BtstMqMl 
on the mew system? There should also 
be socear and basketball games. 


capacities. Already, Microsoft's 'arcade initiative 1 is leading 
in that direction, and it has made no secret of its prior dis- 
cussions with console manufactures (including Sega). 

The ramifications of Microsoft working on the operat- 
ing system are extremely large. Developers would be able 
to port projects to and from the PC with greater ease, and 
development tools would be somewhat standard. 
Furthermore, there would be less of a development learning 
curve than on the Saturn, which has always been one of 
the major hurdles Sega's current console taken a long time 
to overcome. 

Sources close to the project have indicated that Sega 
is already working on development libraries and games for 
the system. The first three games already in devel- 
ODment are Virtua Fighter 3, a soccer game 
(expected to be either a Virtua Striker 
title or possibly World Wide Soccer 
title) and a basketball game. 
Developers won't be 
receiving development kits 
until either late 1997 or 
early 1998, with a 
Japanese release of the 
system planned for 
Christmas 1998. The US 
isn't likely to launch the 
Black Belt until at least the 
summer of 1999. 


additional 4-8 MB for use as a 
texture buffer. 

Currently, there are no plans for a DVD drive for 
the unit, but instead will be a higher speed (at least 6X) CD 
ROM drive for the basis of the system. The exact CPU to be 
used is also still unknown but speculation has pointed to 
either a PowerPC or Hitachi based processor. 

Almost more impressive than the hardware itself is 
the strategic alliance Sega has formed with Microsoft. The 
massive software company will be providing some form of 
operating system for the console that is reported to be 
based around Microsoft's DirectX technologies. Time and 
again, Microsoft has indicated that its DirectX could very 
easily be lifted off of the PC platform and used in other 


Saturn tesftaelogy will be replaced in 
years to come by a 84- bit, CB- 
RimHbased system — with the hsHp 
ot 3Wx. 




NEWS 



In a recent interview with Asia Week, Nintendo president Hiroshi Yamauchi said that the 64 DD would not only 
include a modem, but that players could download new characters and levels from the Internet - finally explain- 
ing why the machine has such extensive read/write capabilities. Should make fighting games very interesting. 

• Acclaim is cond u cting a feasibility study to see if Turok is right for conversion to PlayStation and PC. The PC 
conversion seems to be a no-brainer and should support all the groovy new graphics cards, but the PlayStation 
one needs to present itself as something ‘special’ and would be up against some ‘stiff competition’ in toe 1st 
person category, cites Acclaim. * Nintendo had to post a special loss in the month of April to cover losses 
incurred by its disastrous European division. Unsold SNES consoles and cartridges account for the rather large 
loss — which will be written off against tax. The loss? Over 200 million smackeroos (or dollars, in today's 
money). * Nintendo has released a gold painted version of its popular Game Boy in Japan. The new color is also 


continued on pg 13 
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NEWS FEED continued from pg IE! 


continued on pg 14 


expected to be released in the US by the end of the year. • Taito 
has adopted a new PC architecture for its future arcade titles in 
Japan. The system is called the Taito Wotf system and uses a high 
end PC with 30fx Voodoo graphics sub-system. • John Carmack, 
of Id Software will be putting his first Ferrari on the block for the 
winner of a nation-wide Quake tournament. The tournament will 
finish with a sixteen person playoff at this year’s E 3 . * Virtual 10. 
manufacturer of personal head-mounted displays, filed for bank- 
ruptcy. High prices of its systems and limited demand are being 
blamed for the companies failure. 


NUCLERR 


STRIKE 


mm 


Electronic 


Arts 


the 


Strike 


into 


senes 


Nuclear 


the 


vast improvement upon the 
■■I excellent Soviet Strike is 

■ ■ Nuclear Strike. Again, this As % 

PlayStation game features fully texture- ^ texture . mapped 
mapped polygonal graphics, this time graphics are fantastic! 
with slightly more detail and improved 
background animation. Better still, 

there’s a whole new aircraft, a Harrier jumpjet, in fact Although it 
feels similar in some respects to 
wWSllI the original chopper (which 


is, of course, still in the 
game), it has definite 
speed advantages for get- 
ting out of sticky 
situations. We’ll have a full 
preview of this brilliant- 
looking game next month. 


The Harrier Jump |et is a new 
added feature which should 
keep the ‘boom and zoom’ 
crowd happy. 


playstation gets odd September 1 997 


Oddworld Inhabitants Abe’s Oddysee TM & © 1 997 OffWorld Entertainment, Inc. d/b/a Oddworld Inhabitants. All Rights 
Reserved. Published and distributed by GT Interactive Software Corp. PlayStation and the PlayStation Logo are trademarks 
of Sony Computer Entertainment, Inc. All other trademarks are property of their respective companies. 


exploding of late, with 3DFX taking an 
early lead. NEC has been pulling out all the stops to compete, 
announcing a $25 million marketing and development budget t 
make its system number one. And in NEC’s own words, it’s all 
about games. 

Its 3D board is packed to bursting with features that easi 


to 


outclass even the mighty Nintendo 64 — and now it has 


back it up. Namco’s Tekken 2 and Rave Racer are both nearly 
complete, fully utilizing the technology, with Tekken 2 running a 
an astonishing 60 frames per second, actually faster than the 
original arcade machine. Rave Racer runs at a liquid-smooth 30 
frames per second, but right now, Namco has no publish- 
ing plan in place, so a release date is still a mystery. ■ 

Capcom’s Resident Evil is also scheduled to appear - 

on PC. We’ve included a few screenshots to show off I 

the super high 
resolution graphics. 


NRMCO COES 


CRPCOM 


FOLLOWS 


Console 







HIGHLI GHTS FROM THE TOKYO 1 

IGRME SHOW 


1 Sega revamped its Japanese marketing 
strategy with a new campaign, entitled, 
“This is Cool!” Let’s hope the new games 
are cool. 

2 Sega made no announcement about its 
new hardware partnership with 3Dfx. 


NEWS FEED continued from pg 13 


• Sony has released its white PlayStation in the Asian ‘Tiger’ nations. The new unit provides additional protection against pirated CDs and video CD support. 

• Spelling Entertainment is seeking to unload its 90% stake in Virgin Interactive. It estimates that unloading the company will cost it more than $255 million. VIE 
says it will immediately set about concentrating more on the PC sector, and less on the console market. • Tiger Electronics is launching a new handheld system 
to compete with Nintendo’s Game Boy. The new system will be black and white, but will have the ability of providing e-mail services as well as limited browsing 
capabilities. Among the games to be developed for the system are: Duke Nukem 3D, Virtua Fighter 3, Mortal Kombat Trilogy, NBA Jam and other major titles. 

• Pandemonium 2 and Gex 2 horn Crystal Dynamics are said to be in development and heading to Nintendo 64, PlayStation, Saturn and PC by the end of 1997. 

• Graphix Zone has purchased the rights to several Trimark titles including Faery Tale Adventures 2 and Magzone. The purchase comes on the heels of Graphix 
Zone purchasing developer, Inscape. • Resident Evil is being made into a movie by Constantin Films of Germany. The screenplay will be written by Alan McElroy 
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HIGHLIGHTS CONTINUEO 


Combat 2), featuring the new Sony 
analog controller, and Time Crisis , 
with Namco’s new custom light 
gun peripheral. 


Konami - Konami used the Tokyo 
Game show not to show off its 
impressive new arcade hardware, 
but rather some promising 
PlayStation and N64 product. 
Mystical Ninja for N64 proved that 
Nintendo was not the only company 
able to make cute 3D characters 
and expansive 3D worlds. But it was 
Metal Gear Solid, for PlayStation, 
that proved to be its most exciting 
title. Similar to Resident Evil in con- 
cept - Metal Gear Solid features all 
the best elements of a great spy 
movie, combined with deadly hand 
weapons and plastic explosives. 
Also shown behind closed doors 
was Castlevania 64 . You can read 
more about that elsewhere in 
this issue. 


Capcom - The biggest draw at the 
Capcom booth was definitely 
BioHazard 2 (Resident Evil 2) which 
awed the crowd with all new horri- 
fying scenarios and great new 
gameplay elements. Also quite 
popular was the unveiling of the 
special edition original BioHazard 
for Sega Saturn. 


Warp - The most unusual booth at 
the show definitely belonged to 
Warp. With the always eccentric 
Kenji Eno hosting a traditional 
Japanese celebration of the Cherry 
Blossom season, Warp hardly had 
any time to actually show its 
games. They did, however, find time 
to show the amazing D2 running on 
actual M2 hardware. And in case 
anyone had any doubt, 02 proved 
quite dramatically that M2 is 
for real. 


Hudson - Hudson devoted all its 
attention to its upcoming adventi 


company, bet- 
ter known for 
its product 
shipping branch, showed an 
impressive 3D shooter for the 
Saturn called G-Vector. 


X-ing - One of the most exciting 
PlayStation games at the 
ReciproHeat 5000, a 
plane racing game. The 
publisher for this one 
being Sony. 


Probably the most 
impressive RPG for 
the Saturn yet, 
Grandia has highly 
stylized 3D worlds 
and plenty of 
magical cnaracters 
to go around. 


question, the best 
N64 game of the 
show was 
imagineer’s Multi- 


Championship. This 
one has to be 
played to truly 
be appreciated. 


who wrote the upcoming Spawn. Constantin has two other moves 
in production currently: The Fantastic Four and The Silver Surfer. 

• Psygnosis is planning to take control of its sales and distribution 
efforts from SCEA. The company will continue to be a part of the 
Sony empire, and maintains that this move does not mean a step 
closer to independence. It says running its own sales and distribu- 
tion simply makes more sense in terms of strengthening brand 
presence. • Jay Wilbur, former operations director at Id Software, 


playstation " gets odd September 1 997 


Oddworld Inhabitants Abe’s Oddysee TM & © 1 997 OffWorld Entertainment, Inc. d/b/a Oddworld Inhabitants. All Rights 
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Rating Key 


© 

PREMIUM 

★ ★★ 

o 

STANDARD 

. ★★ 

© 

DEFICIENT 
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RATING: ★★★ _ 

PRODUCT: Monster 3D 
COMPANY: Diamond 

SYSTEM: PC 

PRICE: S Bh R.R 5 

ith the explo- 
sion of 3D 
games on the 
PC, and their considerable 
minimum hardware 
requirements, a high per- 
formance, 3D graphics 
accelerator card is now 


Monster* 


Add Killer-V 

To Y° u _ 


Diamond's Monster 3D card 
Is the card of choice for PC 
gamers everywhere. 

more of a necessity than a 
luxury if the serious gamer 
is to extract the full potential 
from a PC title. The three 
essential elements that every graphics 
card customer should seek are perfor- 
mance, compatibility, and cost. 

In terms of sheer performance, few 
3D graphics cards can compete with the 
Diamond Monster 3D. Powered by 3Dfx 
Interactive’s Voodoo Graphics chip set with 
4MB of DRAM, the Monster 3D supports 
resolutions up to 640x480 with 65,000 col- 
ors and 800x600 with 65,000 colors using 
double or triple buffering and optional 16- 
bit Z-buffering. What’s all that mean? It 
means that Monster 3D will give a PC 
graphics with such high resolution, frame- 
rates, and special effects that 
home-console gamers will suffer from a 
severe case of graphics-envy. A new avail- 
able driver for the Monster 3D (available at 
http://www.diamondmm.com) even 
increases polygon output further by a 
claimed 20 percent. 

Compatibility-wise, Monster 3D is one 
of the few boards that has wide spread 
industry acceptance. Dozens of developers 


Turn your PC 
into a ‘small 
screen’ TV with 
the TV Genie 
from AVer. 


are working on title support, either through 
Direct 3D or the Glide API. Voodoo graphics 
versions of POD and GL Quake are the titles 
that are currently 
making the mouths 
of PC gamers 
everywhere salivate. 

This all brings us 
to the matter of cost. 

Monster 3D is certainly 
not the most inexpen- 
sive 3D accelerator card 
on the market, but it is 
competitively priced for 
the performance and 
peace of mind it offers. 

ULTRA DP has yet to meet 
anyone who regrets pur- 
chasing a Monster 3D card, but then, 
you get what you pay for. 


0 RATING: *★ 

© PRODUCT: AVer TV Genie 
0 COMPANY: ACT Laboratory, Ltd. 
© SYSTEM: PC, Macintosh Compatible 

© price: diar.oo 


C ompared to the internal TV tuners avail- 
able for the PC, the AVer TV Genie 
offers a less expensive and hassle free 
way of watching television, videos, or playing 
videogames on a PC monitor. Support for TV, 
stereo input and output, coax, Composite and 
S-video input allow for a wide range of com- 
ponent connectability. An included remote 
control offers control over all working 
functions including channel and volume 
control, alarm, sleep, and timer. 

Despite the TV Genie's clever design 
and functionality, the AVer doesn't receive a 
Premium rating because we question the basic 
concept of using the computer to watch TV and 
play videogames. The TV Genie may offer a full- 
screen display on a monitor, but even a standard 
mid-size color television seems preferable and the 
$129 price tag keeps it from really being tempting. 
Still, if space is a consideration or if there’s a need 
for an additional TV in the house, the AVer TV Genie 
does what it promises. 


EXTERNAL TV TUNER 

m .- 





NEWS FEED continued from pq IS 


has joined Epic Megagames to work on some ‘big picture’ opportunities facing the company. Among the possible avenues Wilbur will be pursuing is potential TV 
and movie opportunities based around some of Epic's game franchises. • Tebisphere, Nintendo’s elusive puzzler for the N64, has been confirmed that it is still in 
development Developer H20 has received its first royalties on the title, and is putting on finishing tweaks as requested by NCL. • Nintendo’s European launch sup- 
posedly went quite well. According to Nintendo, all 35,000 units allocated for the first week of the launch were sold within the first few days. Other shipments 
were expected to be air-freighted in to meet the demand. • Telecommunications giant MCI is set to launch an on-line gaming service. Although yet to be officially 
announced, the service will be based on Wireplay, a system currently available to British gamers. MCI is owned by British telecommunications, which has some 
connection to the Wireplay service. The service is expected be launched in the US within the next few months. • In a somewhat strange statement, Shiny’s Dave 
Perry stated that Toby Gard, the man responsible for Tomb Raider's award-winning concept and design, as well as being its lead graphic artist, is planning to leave 
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NEDS FEED continued from pg lb 


Core Design in England to join Shiny. It is said he is to be accompanied 
by lead programmer Paul Douglas. In the end, neither man joined 
Shiny, but they did leave Core to begin their own endeavors. • DMA 

Design was toying with the idea of porting Unreal to the PlayStation. 
After a few weeks of testing, the team at DMA came to the conclusion 
that the PlayStation hardware simply wasn’t up to the task of handling 
the Unreal engine. • Ubisoft has acquired the rights to Human’s FI 
Pole Position title which will appear on the Nintendo 64 in August. 


Duke 


The Nintendo 64 version will " 

differ in level layout from the roam " 9 6 
previous incarnations, but Duke’s irrepressible personality will 
be large and in charge. The basic premise of the game makes 
Doom look like a walk in the park. You play a blond-haired nut 
case who hates aliens and loves blowing ’em up. Duke Nukem 
64 is actually pretty far into the development cycle and should 
debut in fall this year. With Quake, Hexen and (possibly) Tomb 
Raider all headed for that machine, N64 seems to have the first 
person shooter market cornered. 


we trust 


playstation ” gets odd September 1 997 


Oddworld Inhabitants Abe’s OddyseeTM & © 1997 OffWorld Entertainment, Inc. d/b/a Oddworld Inhabitants. All Rights 
Reserved. Published and distributed by GT Interactive Software Corp. PlayStation and the PlayStation Logo are trademarks 
of Sony Computer Entertainment, Inc. All other trademarks are property of their respective companies. 


unveiled! 


3D antics ensue for 
the green-skimed 
wall crawler 


Gex Is back, bits time 
In 3DI 

tk 


C rystal Dynamics 
is working hard 
at a sequel to 
Gex, this time in 3D and 
curiously titled Agent Gex. 

Although the game is at a 
very early stage in devel- 
opment, it’s already looking 
very promising. Gex’s smart 
mouth will remain, but the wisecracking lizard will have all-new abili- 
ties and all new bad guys to reflect his new found 3D status. Check 
out the first shot of Agent Gex. 


DUKE’N IT OUT 


NB4 


PRODUCT OF R 
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tilarp , creators of D and Enemy Zero t, 

unveil DE for PK, believe it or not 


atsushita’s now near-legendary hardware, M2, had its first 
real public outing thanks to Warp. It’s sequel to D, the imagi- 
I — I I natively titled D2, was unveiled at the recent Tokyo Game 
Show, to gasps of sheer amazement from the crowd. The game departs 
in style from the earlier, pre-rendered affair, with real-time polygonal 
graphics displaying the creepy action. The level of detail in the game 
surpasses anything yet seen on a home system, with convincing texture 
maps and brilliant light sourcing. 

The gameplay is closely tied to the original D though, with your 
character on a quest to solve a horrifying puzzle in a very scary environ- 
ment. The real time 3D gives you a lot more freedom than before — but 
pre-ordained events progress the plot. One slight nod 
towards M2’s mystery was that the 
actual machine was concealed. 

Only a joypad was exposed to 
” our beady eyes, so we’re still 

^ ^ taking the whole thing with a 

pinch of salt. 









The two greatest fighting 


Together, at last, ‘til death 


11 vicious Fighting Vipers' 


11 combatants from Virtua 


10 hidden mystery 


games of all time. do they part. characters. Fighter” 2. characters. 

Sega is registered in the U.S. Patent and Trademark office. Sega Saturn. Virtua Fighter 2, Fighting Vipers, and Fighters MegaMix are trademarks of SEGA. © 1997 Sega, P.O. Box 8097, Redwood City, CA 94063. All rights reserved. 







www.sega.com 




One of the largest collections 
of fighters ever. 


New and nasty Virtua 
Fighter 1 " 3 moves. 


Choose from 32 rockin' 
arenas. 


VIRTUA FIGHTER 2 VS. FIGHTING VIPERS 


An unparalleled, world-class festival of fighting. 
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Here are a feu notes from 
the undergyund... Load them 
at your leisure... 


Lockheed locked out • 
add-on doesn't add up 

I f you thought there was a lot of specula- 
tion about the Saturn hardware add-on, 
Sega's new system is 
receiving even more 
attention. 

While long-time 
hardware partner 
Lockheed Martin had submit- 
ted several designs for new 
hardware to Sega over the course of the last 
year, Sega has opted to design the system 
itself. According to sources, the system will 
feature a 3Dfx Voodoo graphics subsystem, 
with more than 16MB of RAM. SegaSoft is 
said to be handling the design of the system, 
which supposedly already has several teams 
at Sega working on libraries and demos. The 
first games to be developed for the system 
are said to be a soccer game, a basketball 
game and Virtua Fighter 3. 

Back on the Saturn hardware add-on, 
rumors of cancellation abound regarding the 
elusive accessory. According to some 
sources, Sega was unable to create a rea- 
sonably priced add-on to expand the 
capabilities of the system calling into ques- 
tion the project's viability. 


Sonic X-treme may be rising from the ashes 

W hile Sega has said that the title would be released in a new form this year, Sonic 
X-treme's return may be sooner than expected. According to sources within 
Sega, a new Saturn title will be unveiled at E3 this June, with release slated for the fall. 
There are still no details as to what changes have been made from the original incarna- 
tion of Sonic X-treme, but a new 3D engine is expected, as is analog support. 


Lara arrives on Nintendo L>H 


Will Lara 
soon be seen 
busting caps 
on the 
Nintendo 64? 
We hope so! 


N intendo and Core Design are negotiating over 
a proposed N64 version of Tomb Haider. 
Although no deal has been signed, both 
companies are keen to come to an agreement. The 
smash hit would be an ideal show- 
case for Nintendo 64's 
capabilities. Sources indicate 
that Core has been working on 
the game in anticipation of a 
deal. The title will feature new 
levels and gameplay features. A 
date has not been established 
for release, but mid-1998 
appears to be the earliest option. 


Virtua Fighter 3 
is said to be 
one of the first 
games in 
developement 
for Sega’s 
new add-on. 


rv 
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3D0 joins Nintendo bandwagon 


T he first N64 game from the former hardware firm is likely to be an updated version of 
BatdeSport. The original debuted for the 3D0 machine at the end of last year. The 3D0 
Company is looking into producing at least one other title for N64, which is likely to arrive at the 
same time as BattleSport. This game could be the baseball game the company is 
presently working on, tentatively titled High Heat 

'There are many reasons for us to develop for will 3DO’s 

Nintendo 64,' said Greg Richardson, Studio 3D0's vice Batttesport appear 

president 'We're really interested in the capabilities of on N64? 

the console. The technology for N64 

is impressive, and the graphics and special effects 
abilities that we've been working on for M2 are 
now much easier to translate to N64 games. 

The learning curve will be much smaller for us 
because of the work we've done on M2.' 


St BYTES 


• Investors on Wall Street are pointing to addi- 
tional console price cuts by the end of the year. 
According to Wall Street analysts, further price 
drops from at least Sony and Nintendo are 


expected by the end of 1 997. 
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Sweet Dreams. 


In the nightmarish world of 
the Swagman* members of 
the Dreamflight are being 
held captive. The twins 
Zack and Hannah need 
your help to make the 
night safe again for 
happy dreams. 

Explore the eerie house 
of the real world and 
learn the bizarre secrets 
of the dream world with 
Zack and Hannah in 6 
massive levels of adventure 
with 16 graphically intense 
3-D settings. 




fj 

, .pes/oh; LTD. .J 


"Swagman is 
eye-popping!" 

“GameFan 

“Swagman’s dream-like 
graphics and involving 
gameplay will capture the 
player’s imagination!" 

- PS Extreme 


(El DOS 

I N T E R A S T i V E 

www. eidosinteractive. com 


SWAGMAN, CORE and Eidos Interactive are trademarks <5f EIDOS. PLC. © 1997 EIDOS. The ratings icon is S trademaifesTthe Interactive Digital Software Association. Eidos Interactive. 303 Sacramento St.. San Francisco, CA 94111 

For Swagman hints and tips: CALL 1-900-77EID0S $.95 per minute /MusthaVe touchtone phone / If under 18, must have parent's permission 




« ason Rubin is the co- 
rn founder and chief 
| administrator of Naughty 
Dog. A graduate of the 
University of Michigan, Rubin has a 
wide variety of classic videogame 
art skills, and a talent for pushing 
game art to the limits of the cur- 
rent technology! The Maryland 
native entered the videogame 
industry, with partner Andy Gavin, 
in 1984, and had published four 
titles by the age of 20. In his 
increasingly limited spare time, he 
relaxes with the company’s canine 
mascot, Morgan. 


FIRSTLgfiK 


Bandicoot 2, the most eagerly 
anticipated PlayStation game of 
them all. In our first, exclusive 
audience with Crash’s creators, 


1.5 million units worldwide, 
and is expected to top out at 
over two million — the first 
scrolling platform game devel- 
oped outside Japan to ever 
reach that number, proving 
that a US developer can 
match Mario and Sonic, 
game for game. So Crash 2 is 
a must-have. And here is the 
first real info on the hottest 
sequel of the year. 

Sony, Naughty Dog and 
Universal Interactive have 
teamed up yet again to bring 
you what they believe will be 
the coolest platform game of 


Andy Gavin is Naughty Dog’s chief 
technologist and programmer. A 
native of Virginia, he has a B.A. in 
Neuroscience from Haverford 
College and an S.M. in Computer 
Science from MIT. As a member of 
the Artificial Intelligence Laboratory 
at MIT, he designed and implemented a 
vision system for one of NASA’s Mars 
rovers. In addition to writing much of the 
C and USP code in Crash Bandicoot, Andy 
created a new programming language 
called GOOL (Game Oriented Object LISP), 
designed to allow very rapid prototyping 
of the widely varying behaviors Crash’s 
creatures and objects exhibit 


course, those 
who finished the 
original Crash will want know 
what the plot is. The evil Cortex, 
who Crash defeated in the first 
game, didn’t die when he 
plunged to Earth. He crashed (no 
pun intended) through the sur- 
face and into a secret 
underground cavern. So yes, 
he’s back and he’s mad. 

Other familiar faces are 
back, too, like Ripper Roo 
| and N. Brio. There will 
Is also be new characters 
and we’ll tell you more 
about them next month. 


Jason: In a sense, we began Crash 2 at 
the same time we began Crash 1. We had 
always hoped to create a multi-game 
series, and we never tired of Crash and 
his world during the development of the 
first product. In addition, during the cre- 
ation of Crash 1, we had stored away 
dozens of pages of ideas that we wanted 
to explore within the Crash framework 
that we hadn’t had the production time to 
implement. In a way, we were working on 
Crash 2 the entire time we were working 
on Crash 1. the final decision to begin 
Crash 2 development was made in 
September of 1996, shortly after Crash’s 
successful US launch. 


Jasdn: The first step was to decide what 
a sequel to Crash should be. 

We had many options. 

Ahdy: The first thing that the program- 
mers did was throw out all of 
the old code. Most of the C code in Crash 
1 was optimized, rewritten, and then con- 
verted to assembly. The programming 
staff doubled from two game engine 
coders to four. The additional staff has 


UGP: When did you start working 

on Crash 2? mohumsxstsirtsa 


1 Another must- 
have in a Crash 
game are these 
boxes... millions 
of ‘em. 

2 Here, Crash 
does the 
Indy Jones 
boulder thing... 


Crash’s stance 
indicates a new 
ability — climbing! 


Talk about getting inside 
someone’s head... 


Crash appears to be bewildered by 
his new surroundings. Uh... Crash? 
Don’t step in that hole, OK? 


his month, we’ll be 

we’ll take a sneak peek at the W" m Ml I 

starting a long, hard 

shape of things to come. J ■ # #/ 1 

look at Crash 

Crash Bandicoot has sold over Jr# Ml it 
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allowed us to get far greater performance 
from the PlayStation game console. It’s a 
good thing nobody on the Crash 1 team 
claimed that we had achieved 100% per- 
formance, because we’d have to claim 
that we are now getting 200% on Crash 2! 
Jason: The art staff began the long 
process of designing new levels 
and styles that fit within the Crash uni- 
verse created in Crash 1. In 
addition, we had to find new tricks and 
gizmos to make the game look even bet- 
ter than Crash 1. The quality of art on the 
PlayStation has greatly improved since the 
Crash 1 launch, and we wanted, to make 
sure that we would be in the lead again 
with Crash 2. 


UGP: How much of Crash 2 was 
created from scratch? 


Andy: All of the code has been rewritten. 
In many cases the same task is many 
times faster, and takes many times less 
memory. We have also added many new 
features to the Crash engine. 

Jason: As you would expect, all of the art 
is entirely new. We also have new charac- 
ters and enemies, though some of our 
favorites from Crash 1 will return, albeit 
with new twists. Crash’s animation has 
been entirely redone, and in this game he 
will have more than ten times the frames 
of animation. 


UGP: Is Crash 2 going to run on the 
same basic engine as the 
original or has it been 


Andy: The Crash 2 engine is wholly 
redesigned, so that it delivers more per- 
formance and allows us many new 
features. The basic gameplay style will 
remain, however. 

Jason: Crash I’s gameplay was extraor- 
dinarily well received by the 
players. We didn’t want to abandon the 
first game’s style, and at the 
same time we wanted to give the players 
something truly new in Crash 2 . 1 think we 
will have a good mix. 


UGP: Why did you decide to re-work 
(or not re-ork) the engine? 


Andy: When ULTRA Game Players 

reviewed Crash in issue 89, you said 
‘...on graphics alone, Crash stands 
in a class by itself when com- 
pared to its 32 bit competition’, 
we had to redesign the 
engine technically 
so that we would get the 
same reaction to Crash 2. 

After all, there have been 
some incredible looking 
games released since Crash’s 
launch. But we didn’t want to 
abandon the traditional plat- 
former gameplay that players have 
come to associate with Crash 
Bandicoot. Expect Crash 2 to be a signifi- 
cantly better looking, better playing Crash, 
with a lot of totally unexpected new 
gameplay elements thrown in as well. 
Things like hanging from ceilings, ice 
skating, jetpacks, and more. 


UGP: Is the game still going to be 
track based or will it have 
more open environments? 


Jason: We have opened up the ‘track 
based’ system, in other Words, there is 
still a general path to follow, but there is 
significantly more branching. You can go 
from ‘in-out’ gameplay to ‘left-right’ 
gameplay within a single round, and the 
camera has a good deal more 
freedom. We certainly did not abandon the 
‘track based’ system altogether. There are 
compelling reasons to stick with it. For 
example, when USA Today held an infor- 
mal game player competition between 
Mario64, Nights, and Crash (Sept. 26, 
1996), five out of seven players picked 
Crash as the best gameplay, and the 
game they would 

prefer to buy. USA Today said ‘when fin- 
gers hit the joysticks, 
it was Crash they 
craved’. If we 
headed toward 
Mario 64 free- 
dom, its 
possible we 
would soon 
read an article 
where a path 
based game 
beat us in con- 


A 3D level, similar to 
Crash 1, shows off 
Improved scenery. 


sume'r tests. 
And after all, 
its the gameplay 
that matters. 


UGP: What has you most excited about 
working on Crash 2 and why? 


Jason: I like the fact that I get to work 
with Crash again. J get excited by his 
world, and I think that there are a lot of 
things we can do artistically and techni- 
cally with him. I also enjoy working 
with the Crash team again. Bob Rafei, 
Charlotte Francis, and Justin Monast are 
incredibly talented artists, and I liked 
working with Dave Baggett and, of course, 
Andy on the programming side. We also 
have great new team members: program- 
mers Stephen White and Greg Omi, and 
artists Eric Iwasaki, Erick Pangilinan, Rob 
Titus, and John Cutry. The larger team 
gives us more firepower for the sequel. 
And I like the non-Dogs working on Crash 
2 as well: Mark Cerny, our executive pro- 
ducer and co-game designer; Paul Rioux 
and Diane Fornasier of Universal New 
Media; Mutato Muzika and Universal 
Sound Studios, the music and sound cre- 
ators on Crash and Crash 2; Charles 
Zembillas, the talented character designer 
we work with; and, of course, the Sony 
crew: Andy House, Kelly Flock, Ami Blaire, 
Molly Smith, Connie Booth, and David 
Gracia in America; Shuhei Yoshida and 
Masahito Shimizu in Japan; Caroline 
Stokes, Chris Deering & gang in Europe, 
and dozens more. Crash owes a great 
deal of his success to these people and 
you will meet many of them in upcoming 
UGP issues. 


UGP: Have you uncovered any 
technical tricks that will showcase 
Crash 2 as a technological wonder?. 


Andy: Many. 

' Jason: I just wanted remind you that the 
last time we did an interview with ULTRA 
Game Players we promised screen shots 
of Crash 2 as soon as they were available. 
We kept our word, and we'll keep you 
informed in the future! 


Sadly, some of your favorite 
characters are gone... 


...to be replaced by cooler things, 
like exploding crates! 
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past four years, *5* 

Acclaim has found out how 
nice it is to be on top of the videogame 
industry, and how painful (financially and oth- 
erwise) it is to be at the very bottom. In its glory 
days, Acclaim held records for the number of Mortal - - 
Kombat games it sold on the SNES and Genesis, plus 
had a huge hit in NBA Jam. However, in the years that fol- 
lowed, it continued to plunk out crap games with any license 
it could get its hands on. Dreadful titles like Warlock, The 
Crow, Dragon Heart, Batman Forever, Judge Dredd, Last Action 
Hero, and Revolution X were just a few of the many that Acclaim 
tried to pass off as games. The first few licensed titles weren’t 
total failures, but as the consumer wised up, Acclaims sales pi 
meted. The pinnacle of the great fall was 1 996, when the company 
reported losses of 1 90 million (gulp!) dollars. At this point, most 
industry insiders (UGP included) wrote off Acclaim and figure^JLippld. 
go belly up sometime in the near future. However, Turok 64, the most 
successful and impressive third-party N64 game and some additional ’ 
financing has Acclaim on the comeback traitr^^* 

We recently took a flight out to Acclaim HQ in Glen CovefWtjw 
York, to see exactly what the future holds for this up and 
down publisher. Much to our surprise, Turok isn’t 
the only game Acclaim is going to use to aid its 
comeback. Instead, we were shown bits and 
pieces of 1 1 new games and each one of 
these games looked to have a quality that has 
often been missing from Acclaim products. 


HjgfM 

and. is arsenal 


tough year 


1 mu* 


with 


The three big studios uni 
the Acclaim umbrella are 
finally being given the time 
and money to create excep- 
tional games like Turok 




F or years, Acclaim would rush 
r 


The 
huge 
success 
of AW 
and NBA 
Jam gave 
Acclaim a 
good name and 
loads of cash, until... 


...a long list of crap games 
seemingly sent Acclaim 
down for the count, and the 
miserable failure of Batman 
Forever typified the whole 
ugly mess. 


relying on its marketing to sell the game. But starting two 
years ago, Acclaim started purchasing major developers 
Iguana, Sculptured, and Probe. For the first year, Acclaim still 
forced its development houses to put out its licensed games, 
but it finally let these quality studios have the time and the 
tools to make good games. The first example of this is Turok 64 
from Iguana Entertainment. The developers were allowed 
nearly two years to make the game, giving them ample time to 
create a beautiful and deep game. The next line of games are 
showing that same kind of promise, as Sculptured, Iguana, and 
Probe are all preparing killer games. According to Col Stone, 
Director of Product Development, ‘We are finally starting to 
reap the rewards of our fine studios. We’re starting to share 
technologies and ideas that are making all of Acclaim’s 
games better.’ 


s 







What about 

rumH s 


f nfortunately, one of 
the only games we 
didn’t get to see was 
the already antici- 
pated Turok2. 
However, we did 
get a chance to 
discuss what 


Turok will have in store. Stone promised, ‘We aren’t just going 
to put out some more levels and slap a two after the name. We 
are working to create a whole new gameplay experience and 
amaze the gaming public the same way Turok did.’ The game 
won't be on shelves until March of 1998, but we’ve heard 
rumors that Turok 2 will offer a third-person perspective, a ton 
more enemies, and some interesting climbing elements. Of 
course, new weapons, enemies and levels are being created 


warch our. 


All-Star Baseball isn’t going to be 
the best game this year, but 
developers have already started 
work on next year’s title, which 
promises to really change how 
baseball games are played. 


A cclaim has been dab- 
bling in the sports 
game market for years, but 
has never made a major 
push to become a premier 
sports game publisher. 

However, that is definitely one of the 
biggest priorities at Acclaim. Can it 
unseat software giant EA? Stone had this 
to say on that subject, ‘Each and every 
year, we are going to keep improving our 
product and, if all goes right, we can 
start gaining on EA sport by sport. 

They’ve obviously done a lot of things 
right and are a company we admire and 
one we wouldn't mind being like in a 
few years. 

For the first time ever, Acclaim is 
going to have a fully licensed attempt in 
each and every major American sport. Already Breakaway ‘98 
is looking like one of the premier hockey titles and, although 
All-Star Baseball still isn’t in the same league as Triple Play, it 
is a solid game. What could be Acclaim’s big sports break- 
through is Quarterback Club ‘98 for the N64. It will be the first 
football game out for the software starved system and could 
give them a bona fide hit. Another big key to Acclaim’s suc- 


scuipiureu nas Dean wonting on uus 
hockey game for nearly two years 
and the depth, look, and speed are all 
looking on par with the best around. 


cess in the sports market is NBA Jam ‘98, which is going to be 
a full-court five-on-five simulation of the NBA for the first time 
ever. That game will come out for the PlayStation, PC, and N64 
sometime in 1998. While there is no way Acclaim is going to 
take over the sports world this year, it is setting up a nice base 
to be a strong competitor for years to come. 


Holy 
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T he very license that 
started Acclaim’s down- 
fall could be the game that 
spearheads the resurrection. 
Batman has finally escaped 
from his 2D world and now 
has a virtual Gotham City to 
explore. The game is being 
done by Probe (developers of 
Die Hard Trilogy) and is going 
to feature driving, fighting, 
and exploring. Basically, 
events (i.e. robberies, kid- 
napping, etc.) will happen in 
Gotham City and the Caped 
Crusader will have to hop in 
the Batmobile and race over 
to City Hall to put a stop to 
Mr. Freeze’s evil doings. The 
early 3D engine I saw was 
just as impressive as Tomb 
Raider in a similar stage of 
development, but the key is 
going to be how fluid the 
game moves and controls. 
The title of the game is going 
to be Batman And Robin, and 
the player will be able to take 
control of Batman, Robin, or 
Batgirl (lovely Batgirll). 

What makes this game 
so promising is the aggres- 
sive approach the developers 
have taken to finally take 
advantage of Batman’s dark 
world. Gotham City has been 
created to scale using blue 
prints of the fictional city 
used by the makers of 
the film, and the game 
will also feature 
Arnold’s chilling voice 
and seamless transi- 
tions from cut-scene 
to gameplay. The real 
time events and com- 
bination of 
exploration and dri- 
ving should really 
make this game 
stand out from the 
Doom- clones on the 
market. The third 
person view and 
overall size of 
Gotham City are very 
reminiscent of a Tomb 
Raider in the city. We are 
all looking forward to seeing 
more on this game soon. 


http: //www. ultragp.com 
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The rollercoaster ride is wild when you start 
winding through a corkscrew or a loop. 
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Already the 
explosions and 
effects catch 
the eye and 
Acclaim says 
these are just 
placeholders. 


• mmiummggr — JflH 

I he amount of quality games 
we saw on this trip is just 
astounding, and some glimpses 
into the future showed us that this is no one time 
deal. Games on the way include a new 3D WWF 
wrestling game that already looks better than all the 
other wrestling games combined and a motocross 
game for the PlayStation that will have unique track 
design and play to really maximize the sport. We’ll con- 
tinue to update you on these titles, but the next few 
titles are the ones coming soon that we actually got a 
chance to play. Keep an eye on these titles this 
Christmas and you won’t be sorry. 

There is still a lot of repairing to do with the 
consumers, but if Acclaim can keep on 
this track, it just might make a 
comeback after all. 


□ 2b ULTRA GAME PLA YERS 


System: N64 
Publisher: Acclaim 
Developer: Probe 
Release Date: November 

B uilding on the success of Turok 64, Acclaim is 
preparing another monster N64 title. Extreme G 
is a high-speed futuristic racer that is obviously 
inspired by the success of Wipeout. However, on 
the N64, Probe is able to really get some amazing 
visuals, a high frame-rate, and no draw-in. 

The game is going to feature 1 2 unique 
tracks with detailed graphics ranging from decrepit 
mine shafts, through abandoned water pipes, to a 
graffiti covered city. There are eight different futur- 
istic motorbikes that each have their own strengths 
and weaknesses when it comes to handling, fire- 
power, and speed. Interactive track obstacles like 
collapsed bridges, falling boulders, sandstorms, 
and molten lava should add an even greater sense 
of urgency to the game. It also marks the first time 
that a track has changed during a race in a racing 
game, which should really affect the replay value 


the game. Perhaps the best feature of all is the 
split-screen, multi-player races that will feature up 
to four players at a time. Just like in Mario Kart, 
this is a feature that gives the game a whole new 
life. There are a host of weapons to pick up along 
the track and some have unique effects on your 
opponents, like reversing their controls and blind- 
ing all bikers behind you. Other special effects 
include underwater tracks, sparks showering the 
roads, and gorgeous explosions. 

The version we played was only 40% done, 
but already the speed and look of the game was 
better than any game on the home systems. To fur- 
ther the rollercoaster feel of the game, some tracks 
have corkscrews, loops, and differing gravity con- 
ditions, which will also affect each race. This will 
no doubt be a huge hit on the N64. We’ll keep you 
as more comes in. 


The speed of 
the game 
makes these 
tunnels a very 
harrowing 
experience, but 
the analog pad 
makes control 
much better. 


The fast and 
furious game- 
play is very 
similar to 
Wipeout, but 
the power of 
the N64 allows 
for much 
smoother 
graphics 
like these. 


Collapsed bridges and other Interactive tracks 
make each lap around a different affair. 
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Publisher: Acclaim 

Developer: Probe 
System: PC, PlayStation 

Release Date: September 

F rom what we could tell, this game is gonna be 
hot. The graphics and control are already 
impeccable and the level design has great variation 
and thought behind it. The game is a first-person 
shooter in a 360-degree world that is comprised of 
16 single player and eight multi-player levels. 

The player rides around the twisting hallways 
on one of 16 different cyber bikes which are each 
equipped with different weapons and handling abili- 
ties. At first glance, the game looks very similar to 
Interplay’s Descent, but the handling, graphics, and 
new play elements elevate Forsaken to another 
level. The PC version runs with all 3D accelerator 
boards and uses amazing light-sourcing, mip-map- 
ping, and Z-buffering to create one of the smoothest 
3D worlds we’ve seen. The special effects of the 

weapons is simply awe- 
The pace of 
game is 
to be 

frantic and 


the deadly weapons will be lighting up the screen from all 
directions in the single-player or multi-player games. Weapons go 
from the standard pulsar and Pyrolite Rifle, to the exotic Assassin and 
Spider Mines. The one thing all of the weapons have in common are 
effects that are superior to those used in the Star Wars remakes. 

The gameplay will feature puzzles, traps, and interactive 
backgrounds to constantly challenge the 
player. Figuring out simple puzzles, then 
timing a run through a turbine fan will 
have you at wit’s end, and once you 
finally get through, there’s a big mutant 
beast waiting on the other side. It’s non- 
stop action like that that makes 
Forsaken such a promising title. 

The PlayStation version can’t 
compare graphically with the hi-res WIN 
95 version, but still holds its own against 
anything else coming out for the 
PlayStation. The PC version will allow up 
to eight players to partake in the death 
match over a network, and the 
PlayStation will feature a split-screen for 
head-to-head battles. While this isn’t the 
most innovative title we saw, it is 
definitely the game that is farthest along 
and is going to make Acclaim a player in 
the tough PC market. 


Check out the smooth 
fireball effect and the 
light-sourcing in this picture. 


The PlayStation version can’t 
compete with the PC, but It 
still looks awfully nice. 


ound 



The PC version 
is an absolute 
graphic marvel 
with special 
effects that will 
blow your mind. 


The split-screen 
two-player mode 
will offer a chance 
for some one-on- 
one search 
and destroy. 



Publisher: f 
Developer: 
System: 
Release Date: 


T o further its attempt to make 
an impact on the PC market, 
Acclaim is creating Constructor, 
a strange, but successful com- 
bination of Red Alert, Sim City, 
and Discworld. 

Constructor allows 
gamers the chance to create 
and rule their own domain while 
constantly facing new chal- 
lenges inherent in governing a 
modern city. Players take over 
the role of a real estate devel- 
oper, who must manage 
resources, properties, people 
and environments while attack- 
ing and fending off the attacks 
of rival developers. Up to four 
players can compete over the 
internet in a battle of epic pro- 
portions. What makes 
Constructor really stand out 
from the crowd is the unique 
personality in the game. You 
must breed desirables to inhabit 
you’re city and undesireables to 
attack your rivals. Your army of 
undesireables includes hooli- 
gans, hippies, ghosts, psycho 
clowns, and mobsters who wait 
at your beck and call to 
uniquely attack the opponent. 1 
The hooligans will throw keg 
parties in rival neighborhoods, 
causing complaints and ruining 
the enemy’s peaceful city. 
Borrowing money from the mob 
is essential to getting a city 
going just right, but don't pay 
back in time and expect some 
broken knee caps. 

Constructor is definitely 
going to be one of those games 
that keeps us at the office late. 
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stereo SUPTOUnd sound 
and built-in SUb woofer 


enhanced video 


multiple game system hOOk~UpS 







hyper-amplified 

sound 



Ifll - channe 1 stereo tv 


c h ann e 1 


available at these fine 
national retailers 


Fu La 
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©1997 Xatrix Entertainment Inc. All rights reserved. Redneck Rampage is a trademark of Interplay Productions. All rights reserved. 

Interplay is a registered trademark of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners. 







BERTH TO THE HnnEHRODE • 


O ou know, if there’s one thing we live for around the old 
ULTRA Game Players, it’s free beer. Ooops! No, we meant 
the one thing we live for at good old UGP is all the free 
plane trips. NOOO! What we really meant is, the one thing 
we live for is a good game of Bomberman and now, thanks to 
the fine folks at Hudson Soft, there are two new versions of the best 

party game of all time on the way: Bomberman 64 and 
. Atomic Bomberman. And so far, neither game has the 

■Bpw stench of the marsupial about it That’s right, gang, 
there ain’t no damn kangaroos in there!!! So 
Jf B\. jump on in and roll in the glory that is 

As - s Bomberman, but don’t forget the other 20 

JML t games we’re looking through our crystal 

ball at After all, none of them has a 
■ wET . Jb* sin 9 |e kangaroo in ’em, either! And you 
K k know that’s got to be a good thing... 


Flying Nightmares 2 


Ft Pole Position 


Hexen 2 


Castlevania X 


Bomberman is 
on the way for 
the N64 and 
the PC and so 




far, no one’s 
seen hide nor 
hair of any of 




iQ45 


asm 


Legend Of Mystical Ninja 64 



Mega Man X4 


Bomberman 64 


Metal Gear Solid 


NASCAR Racing 


FILED PREUIEUJED IflEIDE: 


Sonic Jam 


Starfox 64 


Warcraft 2 


PLAYERS OBI 


ULTRA 
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the third dimension 


C onsidered a favorite of the gang here at 
ULTRA CP for a long time, Super 
Bomberman 2 is generally considered one 
of, if not the best, multi-player game of all time. The 
deceptively simple gameplay consists of dropping, 
kicking, and throwing bombs in order to clear bricks 
(and uncover a variety of power-ups) with the ultimate 
goal of blowing opponents to smithereens. 
Bomberman has long been held up as an example of 
the ultimate in deep, balanced gameplay. 

Currently carrying a working title of Baku 
Bomberman in Japan, Bomberman 64 looks to use the 
power of the Nintendo 64 to bring added personality to 
the appealing ninja-like character, but the prospect of 
an N64 update of this «GP favorite brings with it equal 
amounts of anticipation and trepidation. As the 
screenshots here show, the 3D bomberman and the 
expansive worlds being created for the Nintendo 64 
look extremely promising, but not all 2D favorites have 


made the leap to 3D with the 
success of Super Mario 64. 
There are definite questions as 
to whether the tightly woven 2D 
gameplay can be translated to 
beautifully rendered 
3D environments. 

Of course, these 
early shots seem to 
depict the one 
player game that 
was practically 
ignored by fans 
of the series, so 

there really is MjKiJiiil 
no fear that the t 

added dimension 
will damage the 
gameplay in single 


player mode. Indications are that the multi- 
player mode, which will allow up to four 
players to battle each other at once, will be 
more in the vein of the traditional 2D 
gameplay that Bomberman is known for. 
Additional unconfirmed rumors hint at 
possible ten-player play with the use of a 
multi-tap supposedly in the works. 

Of course, those of you who have been 
reading ULTRA Game Playerslor some time 
know that there is another source of anxiety 
surrounding the release of Bomberman 64. 

We are referring, of course, to the dreaded 
kangaroo question. 

At the present time, it is still unknown 
whether or not these nefarious animals will be 
present in the game, the main objection being 
that the presence of kangaroos implies 
a paucity of gloves, skates and 
other weapons of war. We at UGP 
will not rest easy until this issue 
Nil is resolved. 

|T I Despite the questions 

I , J still surrounding Bomberman 64, 

f *.i the title seems to be filled with 

promise and, if it turns out to be as 
■ good as it looks, work in the 
t ULTRA CP offices is guaranteed to 

grind to a halt 


The big blue enemy Is a little tough to make out in this shot, 
but he looks a little like Sonic after a few too many pizzas 
and beers and not enough spin-dashes. 


PREUIEUJ 


system: NINTENDO t.4 


publisher: HUDSON SOFT 


Bomberman 


A true 3D world to explore and 
bomb, but what effect that has on 
gameplay remains to be seen. 


Drop ‘em, Toss ‘em... Holy Giant 
Fuses, Bomberman! That’s 
biggest bomb we’ve ever seen! 


■ K 


m « 
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publisher: OTTERPLAY 


developer: INTERPLAY 


look n 
platform , 


F or those V_ ~~ 
die hard 
bombers who 

can’t wait for the venerable game to make its 
return to the home console systems, relief is on 
the way with Interplay’s imminent release of a 
stylized new version of the game for the PC. 

Atomic BomberMan’s most notable dif- J 
ference will be in its use of 3D rendered m 
graphics and animations. There are over 20 I 
different death animations, taunts, and » 

secret animations that help to add a unique \ 
personality to the PG game. 

A strict code conversion from Hudson 
Soft’s classic series, the gameplay is playable in 
either a classic or enhanced mode. The enhanced 
mode adds over 20 power-ups, like jelly bombs, 
land mines, super soakers, and multi-bomb drop- 
pers. The absence of the despised kangaroos that 
infested the series after the perfection of Super 
Bomberman 2 will come as a welcome relief to 
true fans of the series. 

Despite the inclusion of a challenging one- 
player game, Bomberman’s shining moments have 
traditionally come in multi-player mode. Atomic 
BomberMan continues and perhaps expands that 
heritage through a Battle Mode that will allow up 
to 1 0 players to play via network or internet. 


The strategy, the set-up, the kil 
with a touch more personality. 


With 1 0-player capability, Atomic BqmberMan proves that it isn't just 
the graphics that have received an added dimension. 


New elements like dripping lava 
beg the question — should he 
really be carrying bombs 
around all that fire? 


Xs for eyes, the international symbol for 
cartoon death, is just one of the varied 
death animations in the game. 
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SYSTEM: PLAYSTATION! 


publisher: KONAMI 


developer: Konami 


Metal Gear 


his versatile PC title from the 
makers of Tomb Raider lea- 
tores two popular genres in 
one game. FN2: Cuban Campaign is a 


liia aihwii jjiJjoujjliY 
ipvis li ju.'jh imrlaij in 
iijy j%iji LJjjj. 
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detailed and realistic flight sim for the 
single player, in which you can fly a AV- 
8B Harrier 2+ or the AH-1W Cobra attack 
helicopter. The smooth control and sharp 
graphics make this one of the better- 
looking flight sims out there. To insure 
the accuracy in the game, it was 
designed and produced by veteran Gulf 
War pilot Bryan Walker. 

The second 

game, FN2: Commandantis 
a multi-player flight sim and 
real-time strategy in one. 

The 16-player network garni 
has players flying all over 
the map, while a comman- 
der places troops and tanks 
along the map. The version 
we saw still wasn't ready for 
review, but military buffs are 
sure to enjoy the incredible 
realism in the flight sim and 
the real-time strategy. 

' ; nm 
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is back... 

...and he’s mad as hell! 


What makes the Metal Gear series 
so cool is the covert gameplay. If anyone 
can sneak past enemy defenses, 

Snake's the man! The game is now set in 
a 3D environment a la Resident Evil, and 
all the covert ops equipment (silencer, 
night vision, etc.) that has become part 
of Snake’s wardrobe is here. Even 
though the game is on schedule for an 
early 1998 release, fans of the original 
have plenty of reasons to start getting 
excited about this game. After all, 
this is one of the classics! 


im 


yers last got the chance to 
play the sneaky role of Metal 
Gear's Solid Snake almost ten 
years ago. Now, after what seems to 
have been an eternity, Konami is back 
and if s reunited the original Metal Gear 
development team as well. 

Though details on the plot are still 
sketchy, one can easily assume by the 
title that original threat, the Metal Gear 
Weapon, has been rebuilt. Of course, this 
means that Solid Snake, the main char- 
acter that destroyed the original Metal 
Gear, is back along for the ride. 


—r”*r -a 

give a good indication of the 
game's atmosphere. 


„ 

respects to Resident Evil, 
Metal Gear Solidis a lot more 
action-based. 


town tonight! 


□34 ULTRA GAME PLAYERS 


The levels and backgrounds 
have the appropriate ‘doom 
and gloom’ look. 
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system: NINTENDO b4 


Legend of the 

Mystical Ninj 


publisher: KONAMI 


developer: KONAMI 


S NESfans! Remember Legend of the 

Mystical Ninja? it was a broad mixture of 
different game styles, all packed into one 
value-filled adventure. Platform, puzzle, arcade, shoot 
'em up — a bit of everything really. It was an instant 
classic and spawned a number of sequels. Well, now 
we're up to number five, and it’s going to debut 
on the Nintendo 64. 


Konami has spent an 
awful long time devel- 
oping this — it was 
apparently its first 
confirmed project for 
Nintendo’s 64 bit 
machine. The game 
has changed a little 


since its initial con- 


The giant Easter Island statue just kicked your butt. Gradius 



fans might remember how dangerous those statues can be. 


ception, moving from a 

K broadly similar sequel to a more 
complete and individual game. 

Although the multi-game nature of the 
series has been retained, the meat of the 
title is a platform-style romp, similar in 
some respects to Mario 64 and more 
recently, Doreamon. 

Wandering through the 3D terrain is mind- 
lessly addictive. The characters (you can 
choose from three at present) are slick and won- 
derfully animated. The object of the game revolves 
around cash. You have to earn enough to enter the 
various stores, inns and arcades hidden throughout 
the game. Earning cash is a simple 
matter of whacking bad guys with 
various weapons, including a 
big flute and a yo-yo. 

As with the previous 
Mystical Ninja games, there are 
plenty of hidden surprises, 
including fully playable versions 
of other Konami games, all there 
for the finding. There are plenty 
of puzzle elements (a little like 
Zelda) and absolutely tons of 
boss creatures to defeat. 

Although the version we saw (at 
the recent Tokyo Game Show) 
was cool, it was still pretty 
early, and Konami expects to 
improve lots of stuff before the 
game launches in Japan. 

The graphics are super 
cute, with lots of typically 
Japanese-looking char- 
acters running around 
\ in an almost unbear- 

\ ably optimistic 

*>4 landscape. Sound 

I and music also fol- 

I low the cute trend, 

j but with a hint of 

/ traditional Japanese 
/ themes. Konami US 

has made no decision 
to launch this game in the 
US, but the simple arcade 
nature of Mystical Ninja would 
make it a sure-fire hit over here. 


Super 

distorted, big 
headed little 
BPG guys 
duke it out in 
Mystical 
Ninja, just like 
in real life... 
yeah... right! 


Swimming is one of the more fun ways to get around in Mystical Ninja ... but it 

can be dangerous, too. 


Enemies range from these 
walrus wannabes to these 
goons with really 
big eyes. 


inside the robot head and you now have a better chance of 
destroying the giant clown of death. 
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Castlevania X 


system: Playstation 
publisher: Konami 
developer: Konami 
RELEASE DATE: TBA 



Slightly more interesting than 
any interview with a vampire 


onami’s Castlevania series has been rumbling along for a very 
long time. Making its debut on the NES, the game was an instant 
success. Guiding the whip-wielding Simon Belmont through plat- 
form-filled dungeons was the very 

essence Of fun. Those were the days The overlaid map is very reminiscent of 
when games were all about control, Super Metroid, as are a number of 

finesse and level design — none of this thH same's other features. Puzzle > 


Aichemv Laboratory 


Superb animation on the Alucard sprite is 
typical of all the game’s creatures. 


This (Japanese) option screen 
shows the depth of the game. 


Belmont, Konami has chosen 
the dark side: a vampire 
named Alucard, but nothing is 
simple in the world of dark- 
ness, so knowing who’s good 
and who’s evil is all a matter of 
how you play... 

The game features multi- 
ple endings (Konami hints that 
there may be as many as five), 
but there is really only one 
path. As you guide the 
sword-swinging Alucard 
through the castles and II 
countryside, you’ll find 
plenty of weapons, magic , 
and power-ups. There are ^ 
bosses, sub-bosses, mini- 
bosses and secret bosses. 

It’s a total boss-test. 

If you like the 
graphics, then you’ll 
love the sound. 

Konami’s has 
*, pulled out all 

the stops for a 

soundtrack. 

" - This game is looking 

pretty darned cool and 
nothing short of demonic 
possession will stop us from 
reviewing it next month. 


Look before you leap. 

Danger lurks 
around every cor- 
ner, even here, 
right at the begin- 
ning of the game. 


I These guys look as tough as 
they actually are. Their sword£ r 
have a horribly long reach. 


Huge stairwells link the verti- 
cal sections of the castle. 


Mid-level bosses break up the 
exploration boredom. 


The plant life is pretty 
unfriendly. A can of DDT 
would be handy, but is 
sadly unavailable. 


Narrow tun- 
nels are a 
pretty nasty 
place to meet 
your doom: 

Even the 
undead have 
things to fear. 


isd'he backgrounds are pJ0By, witlumfUfeing too distracting, and 
^arallaxjscrollirfg is used (for the most part) instead of true 3D. 
9 Jp The effect is pleasingly familiar. 


1 Time your jump carefully, 
the axe-throwing bad guy 
doesn’t follow any pre- 
dictable pattern. 

2 Yes, the skeletons do come 
back to life after you kill 
them once. 
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(cleverly) retained the 2D style. 

The graphics are 2D, 
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glorious graphics they are. Wonderful ~ 

color palettes, great special effects — 


Big, well ani- 
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like fog, rain and lightning — and some of 
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the best animated sprites you’ll ever see. 


typical of the creatures 
you’ll battle 
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systems: PlayStation, Saturn 


publisher: Electronic Arts 


developer: Stornfront Studios 


release date: September 


The graphics are very comparable to Andretti 
Racing , but some improved effects and textures 
have NASCAR 98 looking even better. 


LTFtA GAMi 


s peel out, they 
which stay there for 


these cars! Think 


little kickback 


EA? 
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The six fantasy tracks add a ton of 
variety to the game. 




The ten 


rea! 


Kasear tracks 


with 


detail from 


aerial 


photographs and 


blue 


prints. 


F resh off the commercial and critical success of 
Andretti Racing, EA and Stormfront Studios 
have once again teamed up to create the ulti- 
mate NASCAR racing game. 

The game is running on an enhanced version of the 
Andretti Racing Engine, which has been upgraded in all 
areas. The game runs 25% faster, features more tex- 
tures, and now has you racing against 23 other cars. The 
ability to use more textures has allowed the developers 
to create exact replicas of all the major NASCAR vehi- 
cles, which means that you can now race product 
emblazoned cars around the track just like the pros. Cars 
like the Tide car feature every single detail and the real 
drivers as well. On top of that, each car and driver per- 
forms better or worse depending on the type of track. 

There are a total of 16 tracks, including 10 real 
NASCAR tracks and six fantasy tracks. Eight of the tracks 
are different types of circuit (round) courses and the 
other eight are road courses. The game is loaded with 


options and features, including the popular split-screen 
mode of Andretti. You can race at any percentage of the 
real NASCAR races, including the full 200 lap races you 
see on TV. The balance between simulation 
and arcade has been placed in the player’s 
hands. You can choose to have an all-out 
arcade style racer or race with all the wor- 
ries of NASCAR drivers. 

Perhaps the most authentic fea- 
ture in the game is the drift meter, which 
allows you to get behind other vehicles and 
use them to pick up speed, then blaze by on 
the straightaway. The Al in the game will 
also have your teammates working with 
you, by letting you ride behind them until 
you're ready to make a run. With all the 
attention to detail and features, this should 
i be the ultimate in NASCAR 

rill 


188(8 


It’s moments like this that make 
you wish you had a really good 
insurance company... 


EA puts some gas into 

the Andretti engine for 
this promising title 









You can almost smell 
the freshly cut grass, 





pill'l'.U 




Exclusive Pitching Meter lets you control your 
wind-up and release like an ace reliever. Feel the 
pressure on the mound that it takes to throw 
big-league pitches. 




Superior Artificial Intelligence creates over 
800 MLBPA players and prospects who think, 
move and play like the pros, based on up-to- 
date player statistics by STATS Inc.® It's your 
average against theirs. And they didn't come to 
the majors to lose. 


© 1997 Virgin Interactive Entertainment, Inc. All rights reserved. Grand Slam is a trademark of Virgin Interactive 
is a trademark of Virgin Interactive Entertainment, Inc. Official Licensee - Major League Baseball Players Association. 
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On-the-fly 3-D environment and free-moving 
camera give you the action from field level in 28 
authentic stadiums. Accelerated animation pro- 
vides the smoothest, fastest graphics for the 
most realistic baseball action. 
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SPORTS TEAM ANALYSIS & TRACKING SYSTEMS PLAYERS 






SUNAMl 


Unique Batting Meter lets you keep your eye 
on the ball and control the power in your swing 
...everything it takes to find the sweet spot 
and "park one.'' 




Microsoft* 
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systems: PC., PlayStation 


publisher: Activision 


developer: Activision 


Bruce Iriillis 7 bloody and imminent doom 
— what else do you uant in a game 


division has signed an j 
MHMw unprecedented deal with 
■I ■ movie superstar Bruce 
Willis, who will lend his voice, and 
motions to the bloody sci-ti action 
game, Apocalypse. 

In the game, Bruce Willis is your 
virtual ‘buddy’ as you race around the 
future trying to 


destroy the four horsemen of 
the apocalypse. His Usual 


The fully 3D backgrounds 
allow for exploration and ene- 
mies coming from every side. 


Here’s you and Bruce wading through 
swampy water and shooting spiders. 


wisecracking comments are 
used to help move the story 
and pace of the game along, 
but it isn’t just Bruce’s voice. _ 

Activision motion-captured ps 

the actor’s motions as well, 
to make the polygonal char- T 1 

acter as close to real as "* 

l possible. Some of the 
k voiceovers we heard were 

■ classic Bruce, although it is doubtful 

■ that any of the four-letter words will 
I make the final game (let’s hope for 

■ a code). Even more talent is looking 

■ to be added to the game in the form 
f of singer Poe (Angty 

Johnny). Nothing has 
been finalized, but 
word has it that the 
angry pop singer will 
be appearing as the 
scantily clad Plague. 

The gameplay in 
Apocalypse is going to 
be as hectic as a clas- 
sic top-down shooter 
with the visual panache 
of a Resident Evil. The 
changing camera 
angles create a cine- 
matic feel, while always 
giving you a good view 
of the action. The smooth 
animation of the enemies 
and characters should 
give the game a crisjyjjjj,- 
ished look. The verSfonT" 
we played was still super 
early, but you could 
already see signs that 
Apocalypse r ~ nlllf y)p pnf 
of the bigger action 
games this year.* 


It appears that Bruce’s 
new weapon of choice 
shoots Nerf balls. 


The biggest 
star to ever appear in a 
videogame, Bruce Willis is 
looking to change the industry. 


The camera angles 
will vary through- 
out the game for 


The conceptual art for 
Apocalypse is extremely 
detailed. There is even talk of 
a comic book coming soon. 


Yeah, you’re right... she’s not 
exactly Demi Moore. 


The detailed cut-scenes should 
help to bring Bruce and the story 
to the forefront. 


The detailed artwork for 
all the characters is very 
impressive. These sketches 
have a certain gritty, 
‘fighting in the streets’ 
look to them. 
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system: Nintendo kb 
publisher: Ubi Soft 



Could this be a winning 

Formula for Ubi Softf 


T he Nintendo 64 is fast becom- 
ing the choice for racing game 
fans. With games like Mario 
Kart, Wave Race and F-Zero 2 already out 
or imminent for the system, it’s kind of a 
no-brainer. FI Pole Position may well be 
the next racer to appear in the US, 
released by Ubi Soft. The game 
has already been released in 
Japan under the title Human 
Grand Prix, and was, in fact, 
programmed by Human. 

This is actually a remake 
of a game that appeared on 
SNES quite a few years ago, but with 
vastly improved graphics and control. Like 
the previous incarnation of the game, the 
N64 version lacks the benefits associated 
with an official license, so the drivers 
have made-up names, as do the cars. 

Graphically speaking, FI Pole 
Position is a bit of a mixed bag. The 
polygonal tracks are sharp and 
smooth, but 


instead of smooth, circular 
corners, you’ll see sharp, 
angular turns. The cars, how- 
ever, are pretty faultless, with 
great animation and detail. 

Perhaps the most inter- 
esting thing about the game is 


;gjj J -Hu, Ubsiiyj ujj iisiuii 

•juut JiEBj'-ii-aujj b'jac. pop/ 


the way the ana- 

log steering m A 

gamepiay, Firfrf iy 'i? 

Although analog .. • 

devices are avail- 

able on other racer 

games and systems, Ft 

Pole Position was built as an analog 

game from the ground up. This 
means you have far more cor- 
M| ^ nering control, which means 

less reliance on brakes 
v -~ B» while turning. This added 

i’ : Vv control makes the game 

faster all round. 

■£.<?, Although ourcrit- 

• icisms are based on the 

Japanese version of the 
game, it is unlikely that major changes 
will be made, but one should be: The pit 
lane acts like a tractor beam. Trying to cut 
across the entrance to the pit lane as a 
shortcut is a bad idea, since any contact 
with that area will automatically guide you 
into a pit stop, whether you want one or 
not. That really sucks! 

The presentation is very nice, using 
N64 hardware capabilities to make a 
bunch of cool-looking back- 
grounds and there are plenty of 


DRIVER SULECT 


ITufyifuiii 

nun i JS|1 


the 

N64’s anti-aliasing 
capabilities seem to have been 
ignored and there is a little pop-up as you 
drive the circuits. The track outlines are 
made from fairly simple shapes, so 


■jmoal’jt j-’JuyJhj'Jyji 


developer: Human 


RELEASE date: AUGUST 


Monaco is perhaps the prettiest of all 
Formula One racing tracks. 


Made up comedy names 
replace those of real drivers. 


itely, some of the cor- 
; a fait too angular. Not 
so bad at high speed. 


The tracks, at least, are pretty 
faithful to the real ones. 


Driving off road results 
in skids or slowdown, but 
not in a spectacular crash. 


The animation and detail on the vehicles is nothing 
short of superb, easily on par with Psygnosis 
officiallyjicensed formula One* 


t Pit stops are a necessary 
evil — your car gets pretty 
messed up if you drive 
it badly. 

2 Anti-alaised graphics are 
smooth, but weird looking, 
with that N64 ‘smear’. 


WORLD C 
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system: ARCADE 


publisher: KONANI 


No, this isn’t a photo of a real car. It’s an actual 
game screen. Wow! 


T he ASI show in Las Vegas, Nevada, played host 
to the unveiling of Konami’s brand new Cobra 
arcade board. This next generation arcade hardware 
processes five million polygons a second and can perform lighting, 
shading, and texturing like you’ve never seen. This was all just 
technological mumbo jumbo until Konami showed footage of 
Racing Jam and PF 573 (an untitled fighting game) to an amazed 
gathering of industry pundits. 

The demo of Racing Jam showed three different tracks, 

each with distinctive 


Special effects, like fire out of the tail 
pipe, crashing waterfalls, and smok- 
ing tires are all beautiful. 


elements. The first track 
is a pylon obstacle 
course (like those nifty car 
ads), where the player must 
maneuver between the cones at 
top speeds. The second course is a 
more standard road course (similar to 
Ridge Racer), that featured winding cliff roads 
and crashing waterfalls. The final course is a 
night course where the cars headlights illumi- 
nate the course with amazing detail. 

The graphics in Racing Jam are the best 
we’ve ever seen, even surpassing Sega’s model 
3-based GT Racer. The polygonal cars look 
more like actual vehicles than some cars on the 
road and you can even see the driver inside the 
car, turning the wheel as you race around the 
corner. The car’s detail includes things like 
spinning gold rims, readable license plates, 
smoking tires, and a fully operational 
dash board. 

The game looked so amazing that it’s diffi- 
cult to believe that it’s real, but according to 
Konami, all of the footage on the demonstration 
is from actual gameplay. We’ll keep you up to 
date as we find out more about this amazing 
new game. 


Konami takes its new Cobra 
board for a test drive 


The night course features some absolutely amazing 
lighting and a full city in the background. 
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This brawler packs 


many ways, Armageddon, is a completely 
new thing for the arcades. 

It is essentially a two-player fighting 
game, but the way the, fighting takes place 
is completely new. The players take control 
of different characters which then have to 
use magical energy to build creatures that 
attack the opposition. You can also 
attack with a projectile and power up 
your magic power by sucking up 
the creatures before they start 
to hatch. What this hectic 
gameplay results in is a 
intensely deep and fast paced 
game that is well worth a trip 
to the arcades. Armageddon’s 
characters and worlds are all 
based on the popular Magic: The 
Gathering characters, which is a 
bonus to fans of the series. 

Even though the graphics 
aren't on the same level as VF3, 
the unique gameplay is some- 
thing arcades have needed for 
far too long. 


O n a recent trip to Las Vegas to 
take in the ASI arcade show, 
Acclaim Coin-Op invited ULTRA 
Came Players to a special screening of its 
upcoming arcade game, Armageddon. In 


The levels have an 
unearthly maze- 
llke quality. 


Some of the spells pack an 
awesome punch! 


All kinds of 
mythical 
creatures are 
represented. 


Look out! He’s got a spell and 
he knows how to use it! 


systems: PC, PLAYSTATION 


publisher: EIDOS 


developer: DONARK 


release date: AUGUST 


typical dungeon fare and the pulled back 
third person view really gives the player 
a chance to explore the world. 

With 16 deadly levels modeled in 
3D, light sourced, and brought to life by 
over 55 horrific creatures, Deathtrap 
Dungeon promises to be one of the most 


B ased on Ian Livingstone’s 
highly successful Fighting 
Fantasy books, Deathtrap 
Dungeon is the first in a series of 3D 
combat games that Eidos is making. The 
game is a fast and furious, hack and 
slash, 3D action game. The setting is 


These screens are from the PC 
version and they look amazing. 
The PlayStation version won’t 
look quite as nice, but should 
control much smoother. 


The 3D world and monsters put the 
player in a real three-dimensional 
dungeon for the first time ever. 


The main characters include 
this scantily clad female war- 
rior, who seems to be in a bit of 
a bind right here. 


The dark ^ 
dungeons in ' 
Deathtrap are 
full of evil mon- 
sters who get in 
your way. 


is the first to use Eidos’ new 3D 
engine, and, if it succeeds like Tomb 
Raiders did, there will be some very 
happy gamers. The blood and gore of 
the game is another thing that may 
interest gamers, since the developers 
have no plans of removing this blood 
for the PlayStation. 


intense titles of the year. The PC ver- 
sion is going to fully support MMX 
and 3D cards, along with offering 
some multi-player death matches, 
while the PlayStation will feature 
similar graphics and play. This game 
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JHMfve ry now and then, Sega throws a 
mm surprise our way, like Nights or 
Wl Panzer Dragoon , but this time, Son/c 
Jam brings back a familiar face: one Mr. Sonic 
t. Hedgehog. And it’s a welcome return, but 
perhaps not in the form you’d imagined. Sonic 
w»s supposed to be back last year in a game 
called Sonic Xtreme. The name of the game 
was the biggest clue to its fate. Sonic Xtreme 
was named at a time when marketing 
‘geniuses’ were convinced that America’s youth 
went to school on a jet-powered snowboard, 
naked, painted blue and slammin’ a ‘Dew’. 
Those were ‘Extreme’ times, my friends. 

Too extreme, in fact. Sonic Xtreme was 
not to be. A combination of factors led to its 


news, though — Sonic has migrated back 

to Japan and his original creators, 

including Yuji Naka, so the end result 

will probably be better anyway. Mr. A Bjp| 

Naka and his team are working 

hard on what they have termed 

Sonic Project, a 3D Afe/ro-style hSIfwV^ 1 1 

romp with (we’re told) gameplay 

features that have never been \ * 

seen in any other game. \ 

Think it’s too late for Saturn? \ 

Don’t be fooled — the PlayStation 
surged ahead on the strength of a sin- — 

gle game (Final Fantasy VII) and the same 
thing could happen on the Saturn. Sonic 
Project could be a much needed shot in the arm for the 
machine. Sonic Project is some way off, perhaps a 
year, but until then, just to remind you of the wonder 
that is the little blue Hedgehog, 
i comes Sonic Jam. It’s the collec- 
k tion Saturn fans have been 
% waiting for. Every major Sonic 

■ game, on one CD, with a cool 
■n 3D selection interface — a 

■ taste of things to come. 

■ In some respects, this is 
M similar to Namco’s museum 
W series — you move Sonic 
W around in a 3D version of a 

Sonic level — choosing the 16-bit 
Sonic game of your choice: Sonic, Sonic 
2, Sonic 3, or Sonic and Knuckles. Yes, 
you can combine Sonic and Knuckles 
with another Sonic game to get the 
secret level. 

I guess the big question is: Do I 
have all of these games already? If the 
answer is no, then it’s a no-brainer. You 
get some of the best platform games 
ever made, with the added bonus of a 
fully playable 3D time trial game, a 
Gallery of Sonic art, music and other 
goodies. We'll have more info on this 
and the mysterious Sonic Project next 
month. Yeehaw! 


Sonic’s on the 
hunt for some of 
those fancy 
3D rings in the Time 
Trial Mode. 


Even in a 3D environment, Sonic hasn’t slowed down one bit All 
including Super Speed and his amazing Spin Move, rei 




At moments like this, one wonders 
why Sonic didn’t just run under the arch, instead of 
heading for this very painful faceplant.. Ouch! 


PREUIEUJ 


system: SATURN 

publisher: SEGA 

developer: SEGA 

RELEASE date: mH (3TR ITT? 


Who knew that Sonic could swim? 


This 3D level is where you choose 
which game you want to play. 


. »nic can run around at his 


...leaping, cavorting, and 
generally enjoying himself. 
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system: Playstation 


publisher: Sony CE 


developer: Sony Interactive Studios 


RELEASE date: AuSUST 


Somewhere in this marketing 

behemot h lurks an intrig uing game 


Instead, the developers of the 
game are intent on capturing 
the essence of the character 
and placing him within a dis- 
tinctly unique story, 

to the particular era 
that a level is set in. 

The adventure portion of the game 
will have Spawn exploring, solving puz- 
zles, and picking up magic spells 
and other power-ups. The fight- 
ing portion of the game will have 
Spawn encountering enemies of 
different strengths and capabili- 
ties while exploring. Unlike 
previous genre-bending titles like 
Perfect Weapon. Spawn’s battles 
won't be limited to a particular area. 

A possible battle scenario would have 
Spawn fighting, then running down a 
hall while being chased, and con- 
tinuing the battle in another 
area. Spawn will possess a 
full array of 3D fighting 
moves, with the ability to ... ? , 

create combos. Among the 
weapons at his disposal will 
be clubs, guns, era-specific 
weapons, and limbs tom off 
of his enemies. 

How well Spawn's 
^ developers capture 

the essence of the - 

comic book 

^ character and how 
% seamlessly the adventure 

■ and fighting genres are 

■ melded will have much to 
•• ^ . .. B do with Spawn’s ultimate 

" ■ success as a videogame. A 
* .%»- m less apparent, but equally 
JB important factor may be how 
M interactive the game's environ- 
hw meets will be. Gamers land yes, 
|r the media) are a jaded lot and if 
Spawn merely equals the feats of last 
year's Tomb Raider and Resident Evil in 
terms of interactivity, it may not be 
enough. If all the development team’s 
ideas and ideals are ultimately imple- 
mented in the final game. Spawn has the 
distinct possibility of setting the new 
standard for 3D adventure games. 


^■Bperennial comic book favorite, 
UHiK soon to be joined by the 
Bf m release of a major motion pic- 
ture this summer, Spawn is the type of 
license that videogame companies lust 
after. Of course, traditionally a license 
has been the kiss of death for quality and 
innovation in a game, but judging from 
early peeks at Spawn, this could be one 
of the rare exceptions where fun and a 
license can coexist peacefully. 

Spawn, the videogame, won’t be 
an attempt to recreate the storyline of 
the comic or movie in excruciating detail. 


Meet Medieval Spawn and Savage Spawn. They 
will be joined by street Spawh who lives ih 
the present day. 


A hoi comic license and 
beautiful 3D graphics 
are two ingredients that 
Spav/n already has. 


Spawn is shaping 
up nicely, even though the 
characters in these shots 
aren’t the final animations. 
The dark, brooding dungeon 
is nice, but whether it 
captures the spirit of the 
comic remains to be seen. 


The fighting element will be critical part of Spawn's gameplay. 
The ideal would be a seamless interface with the adventure 
portions ot the game, 
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Castlevania 


system: Nintendo E,M 


publisher: Konami 


developer: Konami 



release date: Early 1 T 1 B 



Dark and stormy nights 
were made for the NU4! 


"•' 5 


f all the games shown at the 
recent Tokyo Game Show, 
Castlevania 64 was perhaps 
the most talked about. Most of the talk 
was about the fact that the game wasn’t 
displayed publicly — only behind closed 
doors and to a select few. There’s a 


pretty good reason for that, too. 
Castlevania 64 is about a year away 
from completion, and this early look 
shows it at a very rudimentary stage. 

Good news for Castlevania purists, 
though. This new 3D incarnation sup- 
posedly has exactly the same plot and 


characters as the first NES outing. 

As you can see from the screen- 
shots, all the characters are polygonal 
and Castlevania 's sparse environments 
should ensure a visual experience at 
least as exciting as Tumk. Although no 
backgrounds are fully developed at this 
stage, you can see that 
the game is going to 
j have more than a slight 

hint of Zelda 64 in 
appearance. The charac- 


stunning. Konami is a 
going all out with magi- 
cal lighting effects — 
one of the N64’s special- 
ties. Castlevania is 
making the N64 look 
better all the time. 


ince Virtua F/g/rfer first revo- 
lutionized fighting games with 
3D, Sega has been at the 
forefront of the genre. Tekken fans 
might scoff, but the Virtua Fighter series 
has always been deeper and more sub- 


tle than Namco’s efforts. Fighting 
games, however, don’t really need sub- 
tlety and, with this in mind, Sega 
unleashed Last Bronx in the arcades. 

The Saturn version is at least as 
good (in terms of conversion quality) as 
Virtua Fighter 2. 
Uuii j jjaUilud Ml The high resolu- 

uirsj-ai: iuuili- tion polygonal 

tic., iii ri h lLd jjEjjjo fighters are 
ijmjj fluiuisu 'Jilts'/ brilliantly 

motion-captured 

and look utterly convincing. The back- 
grounds are better than those found in 
Fighting Vipers and the whole package 
is somehow more appealing and solid 


ing — this game I 

takes place in Tokyo. I 

This is one of Sega’s ■ 

only weapons-based flHMHip 

fighting games, with 

all kinds of nasty 

street-style _ /' 

clubs being pul 
to good use. 

Virtua Fighter m 

fans will feel ■ 

right at home. 

Although 
Last Bronx is at 
an early stage, 

Sega promises KWWpvfittST'jfig 
that every ' ~ "fejl 

arcade feature .- ij 

will remain intact. It’s L 

got better graphics t 

than Virtua Fighter 2, 
and more charisma than Fighting Vipers, 
but I bet you still want to know where 
Virtua Fighter 3 is. 


!i 1:, Ari.ii 


The characters in the game are 
. f ( , taken from 

•BjWPfe i.„t tough-guy 

Jays, -aij n-.nr-.y -, Japanese street 

asut swoarslwj ui gangs. The Last 

jjiiiisAii LUjj Jim J- Bronx title is 

- kind of mislead- 
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No, this isn’t an ad for a 
chiropractor’s office... 


Run away! Run away from 
the... floating suitcases? 


What scary game would 
be complete without 
a graveyard? 


Simon Belmont, rendered in 
glorious 3D and carrying his 
trusty whip. 


system: Saturn 


publisher: Sega 


developer: Sega 


r - 


" ! ' \ 
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system: Nintendo t>4 



publisher: Nintendo 



developer: Nintendo 



RELEASE DATE: JUNE 


I MUM d ^MKMk Mk 





ox McCloud is one of the most mem 
tie characters ever to emerge 
from the Nintendo stable. He and his 
band of animal chums first saved the universe 
some five years ago. Now they’re back, this 

time in 64-bit splendor and with two true gaming breakthroughs in tow. 

The first StarFox game was a simple shooter. You had to fly a ship 
along a pre-destined path. Sure, you could move wherever you wanted 
within those limits, but you could only go forward. 

StarFox 64, at first glance, looks 
very similar to its predecessor. 

Spaceships, boss monsters, 
asteroids and the like, but 
there are a couple of huge 
differences. For one thing, 
super-solid, supersmooth 
polygons are enhanced by 
some of the coolest lighting 
effects around. All the enemy 
spacecraft look awesome. 

Your spaceship now handles 
even better, thanks to analog 
control and good button lay- 
out. A quick twitch on 
the stick and you can 
barrel roll your way into 
or out of danger. 

A whole new section 
has been added to the mix: A 
morphing tank for attacking 
ground-based installations. 

This section doesn’t just add 
variety, it presents a whole 
new challenge. 

The US version if 
StarFox 64 is scheduled for 
June and should ship with the 
brand new ‘Rumble Pak’, a 
weird new add-on that plugs 
into your controller and enables 
force feedback. Basically, a tiny solenoid coil 
vibrates when certain things happen on 
screen, like explosions. This really adds to 
the tension as you play — violent collisions 
result in violent movements in your pack. 

Add to this a four player, split- 
screen dogfight mode and you’ve got yourself 
one of the most exciting N64 games ever 
conceived. We’ll definitely, positively, 
absolutely be reviewing this next month 
(unless aliens get us and do stuff to us with 
really cold metal probes), so keep watching 
the skies. 



Driving the 

tank is tricky. It’s not quite as 
agile as the spaceship. 



Smooth, smooth, smooth — 
Starfox (in 1 player) is smooth. 




Your animal pais keep yon inf ormed 
about the dangerous action around you. 
Unlike that same feature in the original 
Starfox, this can be useful. 
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system: Saturn 


publisher: BHG Entertainment 


developer: NMS Software 


Your tank Is 
easily maneuver- 
able and packed 
to the gills with 
ammo and more. 


hJho said 

Mar Mas hellf 


hile larger game develop- 
ers, like Electronic Arts, 
put out poor ports of their 
PlayStation games, developers like 
BMG’s NMS software do quality Saturn- 
first programming. Mass Destruction 
brings back classic tank gameplay with 
a 32-bit touch and is already doing 
things that everybody thought the Saturn 
couldn’t do. 

The gameplay will be simple, but 
the underlying engine is shaping up to 
be something else altogether. For each 
city you level, each reactor you destroy, 
the defenders will raise the aggression 


level a notch. If you're 
really good, then they start 
calling in the big boys, 
with carpet bombing, 
heavy tanks, and soldiers 
with flamethrowers. Play 
fast, and you can pass a 
level, but miss everything. 

Play hard, and you’ll face 
resistance so tough, it maki 
look like Martin Short. 

It looks like NMS is out to prove 
that it’s not the hardware, but the soft 
ware that makes the game great. 


The graphics may 
lack sophistica- 
tion, but they’re 
darned smooth 
and do the job as 
well as any first 
person shooter. 


Fans of Capcom’s 
Commando might 
find themselves in 
retro heaven after a 
couple of games of 
Mass Destruction. 


Heavily fortified encampments 
might require a siege. 


Wow! Things blow up real 
good in this game! 


Might as well just blow the 
tops offa these things... 




system: Playstation 

publisher: Electronic Arts 

developer: Blizzard 

RELEASE date: SUMMER 


□ 50 ULTRA GAME PLAYERS 


battles are mas- 
sive and lie at the 
heart of any decent 
strategy game. The 
better the graphics 
in battle, the more 
involving the game. 
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Meet new, interesting green 
people and kill them! 


ie Warcraft series has long 
been among the most popular 
titles available on the PC, but 
due to the intense strategy and complete 
devotion required to really enjoy games 
like Warcraft II, companies usually shied 
away from developing them for console 
systems. This rift would sometimes force 


The complexity 
of combat 
makes Warcraft 
//an intensive 
experience. Kill 
‘em all! 


I 

iaaaaiey 

strategy enthusiasts 
who owned 
PlayStations to live 
rather expensive 
double lives; playing 
the action-oriented 
games on their 
soles, then saving small 
PCs. 

This summer, Electronic Arts 
ally bringing Warcraft II to 
the PlayStation. Warcraft //will 
most likely be the strongest 
strategy game yet on the system. 
This installment begins with the 
humans travelling into a mystic 
land, called Azeroth, to do battle 
with the Ores. The storyline then 
splinters into sub-plots and 
involves the deep character 
developmentfound in RPGs. 

Warcraft //definitely seems 
ready to attract a whole new 
group of fans on the PlayStation. 
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system: PC 


publisher: ACTIVISION 


developer: RAVEN SOFTWARE 
release date: SUMMER 


Hexen II is one of the most anticipated PC 
games coming out shortly. 

Even these early screenshots 
show graphics that promise to 
■Jjy be both extraordinary and 
" \ revolutionary, but it is the 
\ new gameplay elements 
1 that promise to make 
I Hexen II more than Just 
I another RPG-flavored 
J Quake/Doom game. There 
is now a cast of characters 
srSS^Sr who have come to an uneasy 
1 truce with the player. Each 

character has five different 
weapons and specific advantages and 
disadvantages which adds the strategic 
element of selecting the appropriate char- 
acter for a given situation. A new 
experience system also allows to gain spe- 
cial innate abilities as the game 
progresses. This system will certainly add a 
new element as players try to increase 
powers while embroiled in a death match. 
Gentlemen, sharpen your blades! 


B est described as a 

Quake-type game (since it 
utilizes the Quake 
engine) with RPG elements, 


Too early a version for ene- 
mies yet, but these eerie 
environments have us looking 
over our shoulders already. All that's 
required is some splattered blood and the 
game will be tastefully decorated. 


The time has 
officially 
come for con- 
sole gamers 
to envy PC 
graphics. This 
cathedral is 
exquisite. 


Look a little familiar? Hexen 
II may use the Quake 
engine, but it aims to take 
it to the next level. 


Oops, spoke too soon! Now 
were did we put that weapon? 



system: PC 


Carmageddon 


publisher: INTERPLAY 


developer: SCI 


RELEASE date: JULY 


Where it pays to have 

a completely lousy driving record... 


W ith the impressive number of 
high quality racing games 
being released for the PC, it’s 
easy for a game to get lost in the shuffle, 
but the camage-laden Carmageddon is a 
title that cannot be ignored. 

Similar in concept to the console 
favorite Twisted Metal, the gameplay cen- 
ters around driving an automobile armed 
for mutilation around a wonderfully 
detailed 3D track. Each of the game’s 36 
tracks offers a huge wide open environ- 
ment and let the player venture off the 
main course to explore and experiment. 
One particularly bloody, but memorable, 



Picking up where Death Race 2000 left oft, the vehicles in 
Carmageddon incorporate some truly inspired designs. 


gaming moment from the alpha version of 
the game has the player entering a foot- 
ball stadium and running over players. 
Once the splattering is complete, the 
player exits the stadium and continues the 
race through the completely interactive 
cityscape. 

All this extracurricular activity 
doesn’t get in the way of the gameplay 
because there are actually three different 
ways for a player to win each race: 
destroy all enemy vehicles, kill all pedes- 
trians, or actually complete the race 
circuit. The game features a number of 
intriguing Death Race 2000-influenced 

vehicle designs possess- 
ing accurate car 
physics. All com- 
bined, Carmageddon 
promises to take 
everything that 
Twisted Metal has to 
offer and make it big- 
ger, more interactive, 
and better. 


El 
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I ’s latest outing 


C apcom continues the celebration of 

Mega Man's tenth birthday with its latest 
project, Mega Man X 4. Though Mega 
Man X or ‘X’ (that’s his real name) isn’t the REAL 
Mega Man we’ve all grown accustomed to, j| 

this futuristic doppleganger has managed to 
spawn three sequels of his own. HI 

Like Mega Man 8, this title is noth- ' O wfl 
ing but pure platforming heaven. 

Graphics are more vibrant than ever and |H 

Capcom’s even managed to squeeze 

some cool transparencies out of the 

Saturn for additional eye candy. Speaking V 

of eye candy, X, as well as the other on Vj 

screen characters, is animated to perfec- 

tion. The music blends in well with the few 

stages that are finished, plus, it sounds a lot ' Bj 

better than Mega Man S’s quasi-rave soundtrack. 

In the gameplay department, control is as solid 
as ever, but the stage design seems to have taken small 
step in the retro direction. However, these new stages do 
compliment X, who has a few moves that Mega Man never 
had, such as the ability to scale up and down walls. 

All in all, this game is looking like it’s going to be 
another platforming blockbuster. Fans of the Mega Man 
series and Capcom’s beautiful hand drawn art have yet 
another game to clamor over. The fact that the Mega Man 
series is now getting a tiny bit more sophisticated in the 
gameplay department helps, too. There’s a lot more to it 
these days 

than K M 
HL simply 

V ’ mHI head- ^gyr 

1* i * ing right 

l J- 1 with the fife button 

i y© HI depressed. However, don’t 

ft f - j » yd expect a brain-taxing experi 

J i IS ) ~ ence. The puzzles you do 

H have to solve generally 

I Hi involve shooting stuff, but 


given the Saturn’s 
inability 
to manage 
transparencies 
MB (normally). 


...Eat flaming death, you 
misguided minion of Evil! 


Mega Man fans don’t care. 

Here’s one for the rumor mill. Apparently, Capcom Japan is 
looking at a 3D adventure for its little blue super hero and, yes, 
that would be a Nintendo 64 game. Nothing confirmed though, so 
don’t hold your breath. 


As usual, Mega Man has 
to power himself up 
somethin’ fierce before 
he can even think about 
taking on those 
bad guys. 


system: SATURN 


publisher: CAPCOH 


developer: CAPCOH 


release date: l|TH (3TR ITT? 


The rainbow effect is fantastic! 


The cartoon-style 
animation and background art. 


...reach new levels of detail and 
scintillating color. 


Mega Man X 4 is the 
best looking Mega 
Man to date. 
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• 10 all new arenas, and this time they’re enclosed. 

• 30 characters. 12 completely new, each armed with their own deadly weapon. 

Select from an unbelievable 30 frames per second or an even faster 60 frames per second. 

• Unique save/ranking feature holds your place between matches. • 2 player mode. 

• Dozens of brand new fighting combos. • Improved game and control dynamics. 


http://www.playmatestoys.com 


PlayStation 


PIF" is a trademark of Playmates Interactive Entertainment. Battle Arena Toshinden 3 and its characters are trademarks of 
Takara Co. Ltd. -1997 All rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation 
game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 






decided that we didn't get a big enough 
dose first time round, so it has taken the 
trouble to update the game for 64 bit 
systems. Clayfighter 63 1/3 is the 
resulting game and it's looking pretty 
darn nifty. 

Most of the old favorites are sadly 
■ »_ gone, like Blue Suede Goo and 
Helga, but they have been 
A. replaced by an all-new 
reft assortment of Claymation 
lP9Ht fools, including High Five 
" iHi dismembered hand) 
and Lady Liberty ( a clay 
UsmjSS I version of America's 
favorite statue). The 
' gameplay remains remark- 
HjSr ably true to the original, with 


■ i thing of a smash hit when 
it debuted on 16-bit con- 
soles a few years ago, Interplay has 


•wusur 


fighting it out in a faux 
ena (like Killer Instinct 
in a fashion very simi- 
Street Fighter. 


lything can / 


or the PlayStation, Clayfighter 
Extreme is similar in most 
respects to the N64 Clayfighte. 


title. Again, 3D backgrounds enhance the 
aesthetic appeal of the game, as sprite- 
based characters leap around the 
screen, using their clay-related powers 
to defeat unsuspecting opponents. The 
good news for platform game fans is that 
two of your favorite characters make an 
appearance: Boogerman and one Mr. 
Earthworm Jim. 

Graphically, this is pretty darned 
close to the N64 version, with the 3D 
backgrounds a little less impressive (this 
is an early version of the game, how- 
ever), but the gameplay seems to be 
pretty much the same. The very distinct 
Clayfighter musical style has been 
retained, but adapted to take advantage 
of the PlayStation's capabilities. 

Some fans will be disappointed 
that the actual characters aren't polygo- 
nal, but remember, half their appeal is 
that they're made of clay and then 
turned into sprites. And kids love clay. 

It's a proven, scientific fact. Honest. 


siiiifc 


system: NL4 


Clayfighter 


The backgrounds 
convey quite a 
sense of depth. 


Hey, ft’s Frosty the Snowman 
versus.,, uh, Frosty.,, What a 
way to break the ice!!! 


The backgrounds 
are made up of 
polygons, which 
move as the 
earner a pans 
around the action. 


If you mixed colored clay like 
this when you were young, all 
you got was a kind of gray 
colored lump... 


Who knew it could be so much 
fun watching dirt fight? 


system: Playstation 


This brings a whole new 
meaning to the phrase 
‘snowball fight’! 


Bad Mr, Frosty is one of the 
characters retained from the 
original Clayfighter game. 


The faux 3D effect 
works quite well for 
this title. 


Each character has a wide 
range of secret moves. 


Hey, wait a minute... Isn’t that Earthworm 
Jim? Well, he IS a natural in clay- 


http: //www. ultragp.com 
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publisher: Interplay 


developer: Interplay 


RELEASE date: TBA 
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Core’s 3D action/fighting game 


shows even more promise 


W JTou may remember that 
strange man standing 
m next to Lara Croft on our 
cover just a few short months ago. 
Well, his name is Hawk and his game 
is Fighting Force. Core Design is trying 
to build on the success of Tomb 
Raider with this entirely new 3D fight- 
ing game. We just recently got in a 
more complete version of the game 
and have been duly impressed. 


the progression of this 

enemies, but by the 

game is complete, there time the game is 

will be four different charac- finished, they won’t 

ters to choose from and a all be Men In Black. 

wealth of backgrounds and items. 

The gameplay is essentially like a Final 
Fight game, but every element has been 
taken to the next level. Each character has 
over 40 moves and hundreds of items they 
can use to take out the enemy. The back- 
grounds are all fully polygonal and allow the 
player to roam about the levels freely. Items 
like guns, knives, and crowbars can be taken 
from enemies or found on the ground, but 
even more impressive is the ability to use the 
background. Kick the side of the elevator and 
the handlebar falls down. Just pick it up and 
you’ve got a real big stick! You can also use 
the weapon from a throw move — simply 
hold the character and press the attack but- 
ton for a vicious combo. 

Admittedly, Fighting Force is far from 
finished, but it is already 
showing the kind of 

promise that Tomb (JPIllipPilll 
Raider delivered e ' sK 

on last year. Keep l 

it right here for all I fUMSttXHL 
the upcoming 1 

information on If 

Fighting Force, k 

Tomb Raider 2, f 

and Ninja. ’ 


Remind anyone of Die Hard? The 
inspiration for much of this game 
comes from classic action movies. 


Here we see a slightly different enemy, but 
as of yet, none of them are toting guns. 


Just about the only slow 
part of this game is 
waiting by the elevators. 
Just listen to that 
awful Muzak... 


The true 3D fighting is impressive. You can start your attack 
in one direction and alter it In the middle of a combo to take 
out two or three enemies with one vicious attack. 


systems: PLAYSTATION, SATURN, PC 


publisher: EIDOS INTERACTIVE 


Fighting 


developer: CORE DESIGN 


release date: SEPTEMBER 


The PlayStation and Saturn versions look 
nearly identical. Finished obstacles, like 
oncoming traffic, will make Fighting 
Force very interesting. 


Full 3D freedom allows you to 
explore the background and 
use it for cover as well. 


The long elevator ride has the 
player stopping on each floor 
to take on a host of enemies. 


Hey, this looks like Frank 
O’Connor’s desk... 


The variety from 
room to room 
keeps every part 
of the game 
looking fresh. 
This is where 
you will meet 
your first boss. 


1-2 Kick the fire glass and you can 
have the ax or kick the elevator 
and you get the pole. These are 
fully interactive backgrounds! 
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PRICIN’ GUr, 



' P L f I N | "f ;] I IP PJ A gear-grinding joyride 

, ^ ,rom ,he makers °* 
i _ i -P | ~ Destruction Derby 1 & 2. 

Strap yourself in pal, because Thunder Truck Rally is putting you in 
the driver’s seat of destruction. When you get behind the wheel of a 
two-ton, nitro-burning, sedan-eating, four-story 4x4 steel beast, the 


PSYGNOSIS 




result is high-octane excitement. Pound asphalt, dirt and the 
competition into submission in several monster vehicles. 
And with life-like 4WD suspension, 360° range of motion and 
killer 3D landscapes, kicking-ass will look kick-ass. Ravage 
.roads. Trample trouble. Send family wagons to meet their 
maker. Get Thunder Truck Rally, and get ready to shred. 






TRACKS 


PlayStation 
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R EUIEUJS THIS ISSUE 


HB 


UJELCamE TO THE 
masT cnmpREHEnsiUE 
REUIEUJS SEETinn 
RnVUJHERE! 


® ell, now that we’ve got a new 

Editor In Chief, not to mention a 
new staff member, maybe it’s 
time to review just why we’re 
here. Why, we’re here for the 
free stuff! Don’t kid yourselves... Sure, it’s 
a lot of fun playing games, but it’s even 
more fun getting tons of free packages 
in the mail everyday! You never know 
just what you might get. Frank got a 
free subscription to Home and 
Haggis, Rog has gotten so many free jackets in the mail 
that we’ve taken to calling him ‘Burlington’, Mike’s got 
more free sports equiptment than the A’s and Warriors 
combined, and Bill just got a video on the maintenance 
and field operations for the Stinger missile. (We’re still 
trying to figure out who sent that and, more importantly, 
WHY they sent it). Oh yeah, we also just happen to love 
playing and reviewing games, too! Let’s get it on! 


THE RHTinS 



f 
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The system is the result of hours of gameplay and 
endless toil, resulting in the most in depth (and, 
uh... really complex) rating in the industry 

1 0 Extraordinary 


Battle Arena Toshinden 3 


TD-'l.'l Ultra 


fi.O-fl.l Vary Good 


7.D-7.1 Good 


b.D-b.l Average 


S.D-S.H Lacking 


N.D-N.I Seriously Flawed 


□ ■□-3.1 Unforgivable 



k B ki . I, ji 


IHSIDE THE EEDHEBEH 


• GRAPHICS How a game looks is 
only a small part of the formula, but an 
important one. Great graphics can pull 
the player into a world and make the 
experience seem all the more real. 
Weighted by 4. 

• MUSIC Again, music won’t make 
or break a game, but if the soundtrack 
moves you in an RPG, or gets your 
heart pumping in a fighting game, it 
adds to the overall appeal. Weighted 
by 2. 

• SOUN D EF F E CTS Good sound 
effects can actually help you to ‘feel’ 
the game better. Just imagine how 
much less of an impact a heavy punch 
would make if it only made a small 
‘tick’ on contact. Weighted by 2. 


http: //www.ultragp. co 


• INT ERACTION How well does 
the game respond to your commands? 
How much influence do you have over 
what’s going on? Weighted by 4. 

• BALANCE Is the game childishly 
easy one level, then frustratingly hard 
the next? Does your opponent have an 
unfair advantage? When you want to 
save, do you have to walk an hour back 
to the village? Weighted by 4. 

• DEPTH Ever bought a game, fallen 
in love with it the first hour, only to beat 
it in two hours? A great game will take 
a long time to finish, and offer plenty of 
reasons to come back for more. 
Weighted by 4. 


• EXT RAS Did the game’s program- 
mers go for that ‘little extra’, tossing in 
codes, hidden items, secret screens, or 
other added bonuses? Weighted by 1 . 

• P RESE NTATION Does the game 
create a world that draws you in? Do 
the intro screens and menus reinforce 
this environment? Weighted by 1 . 

• INNOVA TION A game can be 
loads of fun without offering anything 
totally new, but the classics are always 
the trendsetters. Weighted by 1 . 

• RATING The total sum of all the 
categories, divided by 23. 
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Red Alert; Counterstrike 
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Lots of new perks with 
some old pesky quirks 


nREnn 







S • | oasting completely 
1 ' r -’ redesigned fighting arenas 
tUK and a set of 32 playable 
characters, Battle Arena Toshinden 3 
is aimed at revitalizing an otherwise 
very tired fighting series. But if you’ve 
taken a glance at BAT2, URA or 
Toshinden Remix, this feat may seem 
almost too easy. 

For enthusiasts of the series, 
the graphics in Toshinden 3 are much 
improved over the past three offer- 
ings in the series. The colors are 
sharper and the special attacks are 
massive and dazzling. There’s even 
an option for changing framerates in 
the game. The 30fps mode is cotton- 
candy pretty, but the 60fps mode is 
much more practical for real playing. 
Luckily, these little perks tend to bal- 
ance out some of the game’s 
weaknesses, like flat character 
designs and the lack of a decent 
fighting strategy. 

The most noticeable change in 
the game is the actual playing field. 
Your bouts are now held in a series of 
totally enclosed fighting arenas. This 
addition should’ve provided the 


1 Guess who’s 

back and 
toting a LOT 
more luggage? 

2 Judging from 

their moves 
and special 
attacks, Zola 
and Sofia could 
be long lost 
twins. 3 You’ll 
find the Specials to be sometimes dazzling, some- 
times frightening, and sometimes duds. 4 The 
insanely long Intro gives you an Idea of what the gang 
has been up to since BAT2 . 5 Shlzuku and Adam are 
lust two of the gaggle of new characters available to 
play as in Toshinden 3 . 6 String-combos are an Inter- 
esting feature in this latest installment 


developers and programmers with a 
chance for more complex moves and 
counterattacks, but somehow, they 
failed to take up the challenge. For 
instance, the rare and elusive 
‘bounce-off-the-wall-and-smack- 
your-opponent-around’ counterattack 
requires too much luck and not 
enough timing. 


This is, undoubt- 
edly, the biggest 
Toshinden yet. 


One disappointing element of 
the game is that all of the playable 
sub-bosses are simply cookie-cutter 
retoolings of the original characters. 
There’s little difference between, 
say, Miss Til and Shizuku. They 
have basically the same moves 
and similar special attacks. After 
a few rounds, 
you’ll be 
playing 
connect 
the dots to 
find each 
fighter’s cl 
The gameplay in 
Toshinden 3 is aver- 
age. Unfortunately, the 
strategy involved in other 
fighting titles, like Soul 
Blade, is absent here. 
Button-mashing and blind 
faith will reward you with 
some pretty marvelous 
special moves more often 
than not, but actually trying 
to plot out your 
opponent’s attack 
plan is just a waste 
of time. 

If you’re a hard- 
core Toshinden fan, 


won’t 
be 

disappointed. 
With the 
amount of char- 
acters and some of 
the new perks, you’ll 
most likely find enough 
in the game to keep you occupied. 

But be warned that if you’re looking 
for innovation or a good challenge, 
you won’t find it in Toshinden 3. 


ALTERNATIVES 
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Psychic Force 
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uj hr odds 


The fighting game that proves there is no god... 






F ollowing its success with the 
Mortal Kombat series, 
Midway has now decided to 
jump into the 3D arena with War 
Gods. Featuring digitized characters, 


Ttiers are ten playable characters, with 
perhaps some secret bosses thrown In 
for good measure. Too bad the 
characters designs aren’t that great 


War Bods 64 retains the same auto- 
matic combo system as Mortal Kombat 
3, so fans will have an easy transition. 


fatalities, and basically the 
same gameplay, War Gods 
64 hopes to draw in the 
same group of fans that 
made Mortal Kombat such 
a hit. 

While the controls 
are very similar to the 
Mortal Kombat series, 
there are a few differ- 
ences. The Run button is 
no longer present and has 
been replaced by a new 3D 
button, which allows the 
characters to move freely 
around the various arenas. 

War Gods 64 retains the 
same controls as Mortal 
Kombat , with two Punch 
buttons, two Kick buttons, 
and a Block button. 

Unfortunately, War 
Gods 64 also retains some 
of the bad aspects of previ- 
ous games, such as the 
automatic combo system, made 
famous in Mortal Kombat 3, which 
favors random button pushing 
over precise timing. The 
ten playable charac- 
ters, while having 
unique special 
moves and 


Skin technology, Williams was able to 
overlay the movements and appear- 
ances of real life actors onto real time 
3D models. While this adds a level of 
realism to the characters, it is very 
hard to see what is going on. Battles 
seem to be won more by luck than 
sheer skill. 

War Gods 64 does not seem to 
support Nintendo’s ideology of quality 
over quantity. Hardcore Mortal 
Kombat fans may enjoy War Gods 64, 
but it looks like Nintendo 64 owners 
are still left without a quality 
fighting game. 

© STEPHEN FPOST 


combos, tend to feel and play exactly 
the same. 

War Gods 64 looks just as 
good as the arcade 
version and also 
runs a bit faster. 
Using a process 
called Digital 


Anubls Is the 
god of the dead, 
and reigns 
supreme amongst 
the other war gods. 



THE LINE 


QAUDIO & VIDEO 


GRAPHICS 


MUSIC 


SOUND EFFECTS 


Q GAMEPLAY 

INTERACTION 5 

BALANCE S 

DEPTH 4 


ALTERNATIVES 

Mortal Kombat Trilogy 7.7 
Soul Blade fi.b 
Battle Arena Toshinden £ &.3I 


1 -2 Some of the only Impressive 
aspects of War Bods 64 are the 
special moves and the unique and 
extremely bloody fatalities. The 
only real high point of the game 
was trying to discover them. 

3 Throws play a major part In the 
fights, as they are the easiest 
moves and do quite a bit 


There are a nice 
variety of 3D 
backgrounds to 
fight In, ranging 
from Aztec-styie 
temples to futur- 
istic settings. 


Q SPECIAL 


EXTRAS 5 


PRESENTATION 4 


INNOVATION 3 


of damage. 
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Sega Saturn" games are tough. 



This one's MURDER 
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Not from Sega n not as pretty 7 but maybe more satisfying 





1 A variety of weather conditions help to 
bring new challenges even when tracks 
become familiar. 2 There are even races at 
night, which have their own unique game- 
play flavor. 3 With 28 meticulously recreated 
real-iife rally tracks, depth is hardly an issue 
here. 4 Even when played via keyboard, 

Rally Championships’ handling seems to be 
tuned in just right 


REQUIREMENTS 

e IBM pc 

e hab/bb OR HIGHER 

e Windows Hii or DOS 

O 1 MEG SVGA CARD 

e anB ram 

O EX CD-ROM DRIVE 


r onsidered the off-road racing 
champ in the arcades, on the 
home-consoles and, more 
recently, on the PC, Sega Rally 
Championship is renowned for its 
exquisite graphics and entertaining 
gameplay regardless of platform. 
Though the title of Virgin’s new off- 
road may be slightly 
ill-conceived, Rally 
Championship holds up 
surprisingly well when 

Crashes do actual 
damage to the car, 
which must 
be repaired 
between races. 


The usual anay of play perspectives 
are included for the player’s 
driving pleasure. 


compared to its better known, and 
more widely acclaimed, competition. 

Considering Rally 

Championship’s lack of 3D accelera- 
tion requirements, the game looks 
quite attractive and boasts an ade- 
quate frame-rate. The polygonal 

nature of the rally cars aren’t 
as well disguised as 
some games and 
the spectators 
lining the sides 
of the track 
look flat and 
unrealistic, 
but none of 
these ele- 
ments ever 
detract from 
the gameplay. 
The graphics in 
Rally Championship 
move just well enough to make 
the game an enjoyable visual experi- 
ence. It seems unfortunate, but 
inevitable, that the influx of 3D accel- 
erated racing games coming on the 
market will deny Rally Championship 
some of the credit it deserves for 
its graphics. 


nsidering its 
ck of 3D acceler- 
ation, Rally 
Championship 
looks and moves 


When compared to Sega Rally 
Championship’s gameplay, Rally 
Championship compares favorably 
once again. Sega’s game may have a 
slight edge in actual control and 
arcade-like entertainment value, but 
Virgin's game seems more realistic 
and conveys a satisfying ‘tuned-in’ 
feel to the vehicle. 

Where Rally Championship 
blows away its competition is in its 
depth. Sega Rally, as entertaining as 
it is, betrays its arcade roots with 
its measly four tracks. Rally 
Championship boasts 28 tracks 
recreated from Europe's popu- 
lar Network 0 RAC Rally series. 
Few points can be given for 
track design, since the tracks 
were modeled after real world 
circuits, but the tracks are var- 
ied and long. The player has the 
ability to select from six high- 
performance rally cars and 
varying weather conditions, 
which adds to the racing expe- 
rience even after prolonged 
play. Two-player modem and 
eight-player network capability 
mean that the game has even 
more life after its one-player 
depth has been exploited. 

Rally Championship may 
not be the flashiest racing 


game coming on the market for the 
PC, but it’s chock full of racing fun 
and possesses a quality too often 
omitted from games in general — 
satisfying depth. 


ALTERNATIVES 


Pod 


Screamer 5 7 
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It looks great 1 but how does it play f 


H ronos, the development 

team responsible for the 32- 
bit title Criticom (shudder), 
looks set to raise the stakes in the 
fighting genre with its first 64-bit title, 
Dark Hi ft. 

At first glance, Dark Rift looks 
spectacular. The graphic abilities of 
the N64 are highlighted by the 
game’s superior lighting effects, 
character movement, and frame rate 
— all running at a stunning high res- 
olution. However, the character 
animation seems a bit unnatural and 
clunky, with noticeable amounts of 
missing frames when certain moves 
are performed. Despite this problem, 
Dark Rift is 


definitely in the upper 
tier of fighting games 
in terms of looks. 

As for the audio 
experience, Dark Rift’s 
soundtrack is one of the best 
heard on the N64 thus far. In fact, this 
reviewer would dare to say that it 
even rivals some of the CD-based 
fighting games. Each song caters to 
its stage beautifully, adding atmos- 
phere to the fighting environment. 

After the initial audio/video 
impressions are gone, and the game- 
play is scrutinized, there is, 
unfortunately, a distinct fighting 
game-clone flavor to Dark Rift. Using 
the feature of preprogrammed button 
combinations (ala Killer Instinct), and 
combining it with polygonal gladiators 
duking it out in front of a static back- 
ground (ala Tekken), creates a not so 
refreshing fighting experience. 

That’s not to say that Dark Rift 
is bad. The game does have a unique 
selection of characters to choose 
Sudden death is from. For insfance, 
always fust a second Morphix may look 
away in Dark Rift! like a polygonal 
version of Killer 


Dark Rift sports 
over eight different 
rough-necked 
characters to 


Instinct’s Glacius, but observing a few 
of his moves will quickly cast all 

doubts aside. The moves of all 
the characters are fairly vio- 
lent, which should satisfy the 
ruthless nature of fighting 
game fans. A major gripe is 
that there is no buffering 
when combinations are per- 
formed. This prevents 
players from creating com- 
bos, because the character 
must first finish his or her 
combo before another attack 
can be executed. 

Despite the problems in 
Dark Rift, it manages to 
claim the title of best fighting 
game for the N64, but it still 
has a way to go before 
catching up with games like 
VF2, Tekken 2, or even the 
classic Street Fighter senes. 

© JASON MNTES 


1 Beautiful light-sourcing and 
high resolution really makes this 
title stand out 2Sonorkusesa 
variety of air and long range 
attacks to pummel the player. 

3 The backgrounds are beautiful, 
but they’re only static images and 
don’t interact with the player. 


4 Projectile attacks are pretty 
strong, but take time to charge. 

5 Each character has at least one 
pouncing move, but only a single 
blow can be administered per fall. 

6 Morphix’s throw qualifies as one 
of the most brutal fighting moves 


ALTERNATIVES 

Tekken 2 H.l 

Soul Blade fl.b 
Killer Instinct Gold 7.1 
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Jet Moto S.4 
Mario Kart W* U I 
Wipeout XL. H.S 


It’s marble versus marble for 
all the marbles... ouch! 


O SPECIAL 


EXTRAS b 


PRESENTATION b 


INNOVATION b 


J.r '.’it mid rumors of Scavenger’s 
gUm bankruptcy emerges its 
f ■ latest Saturn game. Years in 
development, Scorcher shows off 
Scavenger's typical graphics and 
programming skill with flair, fulfilling 
some of the potential demonstrated in 
its previous title, Amok. However, the 
game underneath all that makeup is 
rather ugly, and players will discover 
it all too soon. 

For the first couple of 
courses, the speed and solidity of 
Scorcher’s world will enthrall you. 

The lighting effects, the textures, and 
even the track design is amazing. 
You’re racing through a grim and 
gritty industrial wasteland that looks 
like it’s supposed to be a wasteland, 
instead of a side effect of Saturn 
dithering. There will be moments 
when you want to stop and look at the 
rusted metal and concrete textures 
just to marvel at the quality. 

When players aren’t admiring 
the view, racing proves to be almost 
as exciting. Control is responsive, 
sometimes overly so, but it provides 
you a lot of strategic options, 


The courses are more exciting 
than roller coasters, but you can 
fall off way too easy. 


Acid pools are all too numerous 
on later levels. 


especially with the boost and jump 
features. The course design is such 
that it takes advantage of your 
speed bike's spherical nature. 

There are loops and tubes that you 
couldn’t survive in a car or a Wipeout- 
type vehicle. 

However, once you’ve hit the 
third level, the game’s learning curve 
shoots through the roof and becomes 
an 

exer- No, really! The wall just 
cisein jumped out and 

. , . „ hit mi 

frustra- 
tion. 

You can 

occasionally fail off the 
track in the first two 
courses, but it becomes 
a chronic symptom of 
poor game design later on. 

Scavenger has littered later 
levels with acid pools and pits, 
and every time the bike falls in, 
you’ll find yourself placed BEFORE the 
pit, instead of afterwards. As a result, 
you won't be able to build 
up enough speed to avoid 
the obstacle. As a result, 


Scorcher becomes less of a race than 
a grinding fight for survival, which is 
distinctly less fun. 

If this is indeed Scavenger’s 
last game, then Scorcher is a telling 
epitaph — play fast, die quickly, and 
leave a good-looking corpse. 

© JEFFREY CHEN 


Some courses would 
be unplayable if 
you weren’t 
driving a 
giant marble. 


Your bike is so far 
away, it almost looks 
like a competitor. 


Look, it’s concrete! Just the way 
concrete’s supposed to look, 
which is surprising on Saturn. 


Scorcher looks 
which has 
always been a 
Scavenger hallmark. 


REVIEW 


SCORCHER 


Scavenger’s second Saturn title looks more like a tombstone than a milestone 
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PLAYSTATX©! 


LJild Arms is the calm before the Final Fantasy storm 


j§ sat* ince the launch of the 

PlayStation, the availability 
MB of quality RPGs for the sys- 
tem has been scarce, to say the least. 
It’s been a long, bleak season twid- 
dling our thumbs, just waiting to bask 
in the warmth of Final Fantasy VII. But 
with the release of Wild Arms, at least 
we won’t have to twiddle in vain 
much 
longer. 


I had a good feeling about this title 
from the getgo and I sure wasn’t 
disappointed. From the anime 
cinema intro, to the excellent sound- 
track, to the actual gameplay and 
storyline, everything just flows so 
well that it’s easy to get involved in 
the game quickly. 

Set in the same vein as most 
other traditional, turn-based RPGs, 
Wild Arms favors the standard top- 
down, isometric, town-touring view 
that has dominated 
the 16-bit role-play- 
ing market. The 
point of departure 
between this game 


Hero: silent, 
brooding, and 
equipped with the 
obligatory face 
.. Swoon.., 


In combat, the 
magic spells are 
definitely a sight 
to see. 


and all other RPGs lies in the 
painstaking attention that went into 
giving every character and every 
landscape Incredible detailing. 

When your character walks 
through a puddle, you can actu 
ally see watery footprints 
trailing after them and drying 
up. Now that's quality! 

Some of the cool 
features of Wild Arms 
that really drew me in 
were the customizing 
of magic spells, three 
individually controllable 
characters, and the Zelda-e sque 
game controls. But it is the combat 
scenes, as well as the boss 
battles, that astound me 
for the simple fact that 
SOMEBODY’S finally using 
the 3D capabilities of 32-bit 
in a traditional RPG! The 
polygonal boss designs 
and shifting camera angles 
during battle keep a usu- 
ally tedious affair (walk, 
battle, save, walk, battle, 
save... yawn) exciting! 

With the impending shift 
away from the traditional 
16-bit RPGs, Wild Arms 
may seem antiquated com- 
pared to what’s lurking in 
the PlayStation’s role-play- 
ing future. But since when 
did RPG fans give a stink 
about graphics over an 
excellent storyline? The 
story alone is worth buying 


Mazes and caves are a standard part of 
the fun in Wild Aims. 


Wild Arms for, but the graphics will 
definitely not disappoint. 

Unfortunately, with all the 
praise and hype that’s being heaped 
on FFVII, there’s a chance that a high- 
quality game like Wild Arms may just 
slip past us and into the shadows. If 
you know what’s good for you, you 
won’t let this happen. 


© 


ALTERNATIVES 

Suikoden H.i 
Persona 
Force S.5 
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Some moments in the game are 
rather Chrono Trigger * sque (f.e. 
Ruins Festivai/Millineum Fair), 


The detail in the landscape and 
in each town is beyond 
tear-inducing. 


Make your own magic spells! 


Wild Arms mixes sci-fi and 
spell-casters with cowboys and 
firearms. Obviously, this is a 
more sci-fi moment. 


□Lfi ULTRA GAME PLAYERS 


http: //www. ultragp.com 









GENRE. Racinc o PLAYERS. 1 or E e PUBLISHER. PsYGNogs o DEVELOPER. Clockuori; EwiRTAiittw e RATING. KA 0 H.S.R.P. SMIIS 



HEUIEUJS J 








REVIEW 


the: line: 




Q AUDIO & 


VIDEO 


OGAMEPLAY 


0 SPECIAL 


GRAPHICS 


INTERACTION 


EXTRAS 


BALANCE 


PRESENTATION 


nusic 


INNOVATION 


SOUND EFFECTS 


DEPTH 


□?□ ULTRA GAME PLA YERS 


http: //www. ultragp.com 


A different approach to racing games provides some 


much 


variety 


The split-screen race still keeps up a 
good frame-rate, but it can be a bit 
tough to see on smaller TV’s. 


Rush Hour is the two-player 
split-screen. It’s the kind of 
two-player game that never gets old. 

The top-down perspective of 
Rush Hour isn’t going to draw rave 
reviews for utilizing the PlayStation’s 
prowess, but I’m personally relieved 
to see a different type of racing 
game. If the developers had 
spent more time ensuring that 
the entire game was a 
thorough as the two-player 
game, then Rush Hour could’ve 
been much better. As is, it's a 


The replays after each race allow you to 
get closer to the cars and tracks (and 
we're guessing that there is a code 
as well). 

fun little game that’s well worth 
checking out. 

OMIKE SALHON 


ALTERNATIVES 

Crime Wave b.b 
Rage Racer 7.H 
Rally Cross 3.4 


30 tracks and 
cars give a nice 
look of depth to 
Rush Hour. 


Keep the pedal to the metal 
and both hands on 
the wheel! 


detailed replays and give a greater 
depth to the game. To start off, there 
are only four different courses to 
race, but as you win on the harder 
difficulty levels, you earn new tracks. 
There are two classes of races — 
high-performance and heavy metal 
— the difference between the two 
are the vehicles used. In high perfor- 
mance, the races are faster, as you 
tool around the courses 
in sports cars, while 
in heavy metal, 
the slower rac- 
ing allows for 
much more 
contact 
between 
the 4X4 
vehicles. 

The high- 
performance is 
easily the most 
enjoyable because of 
the great speed and 
handling of the vehicles. 

The different tracks all feature 
unique settings and driving 
conditions, but the one thing they all 
have is some wicked turns. 

Whipping around the corners 
isn't realistic at all, but the 
response and feel of the cars 
is excellent. And even though 
the one-player game is enjoy- 
able, the only replay value in 


1 Some wicked CPU Al has all 
the cats gunning for you on the 
harder levels. 2-3 Swiftly 
whipping through diabolical 
comers is where Rush Hour is 
at its best. 4 Varied surfaces 
handle differently to add some 
depth to the game. 


F sygnosis has published and 
developed some of the most 
innovative and technologi- 
cally superior racing games for the 
PlayStation. However, Rush Hour is 
neither of these. Instead, it’s a simple 
little game that surprised me around 
every corner. 

The polygonal graphics weren't 
really necessary for a top-down racer 
like Rush Hour , but they allow for the 




Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to 
move Eve into the path of his axe. And you’ll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more 
often with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and gel flesh scorching 
projectiles, hyper quick ten hit combos, blazing frame rates and some very unpleasant surprises for the competition. 


NINTENDO 64 




vs 

t? 


N64 


Nintendo® and N64 are trademarks of NINTENDO OF AMERICA INC. 

Dark Rift™, Kronos™, their logos and characters are trademarks of and © 1996 Kronos 
Digital Entertainment, Inc. All rights reserved. Distributed by VIC TOKAI INC. 
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of Psygnosis Ltd. © 1997 Psygnosis Ltd. Dark Forces is a trademark of LucasFilms Ltd. Final Doom is a trademark of id Software. Alien. Aliens, Alien'S are trademarks of Twentieth Century Fox Film Corporation. All Rights Reserved. 
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A lot of people have a problem with the 

vi olence in video ga mes. 

We, for example, 

feel it hasn't been realistic enough. 



An evil corporation is threatening to kill off humankind, and 
it's up to you as Tenka, a war-hardened resistance fighter, 
to stop them from putting man at the top of the extinction list. 
This is the real deal. This-is-the-baddest-most-realistic-kill-or-be-killed-switching- 
to-fully-automatic-how'd-you-iike-a-nuclear-rocket-up-your-butt-?-did-]-just- 
feel-someone's-brain-spiatter-on-my-face-?-corridor-shooting game ever built. 

CODENAME: TENKA gives yov features you just can't get in Dark Forces ™ 
and Final Doom™: 

* Fully 3D playfield and enemies in a smooth non-pixellating environment. 
•* Freedom of movement to look up & down, jump and crouch while moving. 

* Laser sighting on your gun to target more effectively. 

With terrific light sourcing , fluid controls, non-stop action and superb 
graphic quality, Tenka will blow you away. 




"Makes the flat, pixellated characters in titles like Doom and 
Alien Trilogy pale by comparison." — PSExtreme 

"...redefining the state of console shooters as we know them." 

— Next Generation 

"This one kicks butt!" — GamePro 



www.psygnosis.com 






WE 

NEED 

TO 

TALK. 


Only one 
Web site 
gives you 
the whole 
Sega Saturn 
story. 


From the publishers of 

NEXT 


r#o/v 



Part of the Imagine Games Network. 


http://www.saturnworld.com 
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H lthough the duel interface has a few 

glitches — the computer slows down dra- 
matically when there are a lot of cards on 
the table, and you can’t turn off the rather annoy- 
ing sound effects — the computerized version of 
Magic plays remarkably well. The game does not 
support multi-player, which is a huge disappoint- 
ment, but a patch will hopefully be available by 
the year’s end to rectify this. If the game had 
shipped with multi-player capability and the one- 
player adventure story was better developed, it 
would have been great. As it is, it’s a good show- 
ing, but it has the potential to be much more. 


O, 


T he latest entry into the adventure 

genre, OverBlood, has the gameplay, 
but lacks any compelling excitement 
to back it up. As with most adventure games, 
the emphasis is on puzzle solving. However, 
OverBlood’s puzzles usually consist of pulling a 
switch in one room to open a door in another 
— not Mensa caliber stuff. The action 
sequences, essential to fleshing out the 
puzzles in any adventure, are few and far 
between, and sophomoric at best. The one 
innovative aspect of OverBlood is the ability to 
control more than one character at a given 
time, which is well-executed and adds depth to 
the gameplay. If you’re dying for a new 
adventure title, try giving OverBlood a look. 


Raz learns 
more about 
his Identity 

from FMV cut scenes (apparently Raz has Just 
learned he’s not anatomically correct). 

Just don’t expect it to emulate the Resident 
Evil experience. 


e . 


O AUDIO/VIDEO 

& GAMEPLAY 

O SPECIAL 


GRAPHICS 

A 

INTERACTION 7 

EXTRAS 

4 |L«, >; 

MUSIC 

7 

BALANCE 7 

PRESENTATION 

7 L 1 

SOUND FX 

4 

DEPTH G 

INNOVATION 

t, i ( 1 1 ^ 


The duel system in Magic: The Gathering is intuitive 
and simple for people who know how to play. 
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agsTWY dd Doom- style gameplay to alien folk- 
■■Hr lore, and you’ve got Powersiave. 
m IS Moving at a very respectable frame- 
rate, Powersiave offers a 3D world with some 
impressive Eygptian architecture and back- 


ground detail. The control is tight, players can 
aim up or down, and the levels follow a ‘find 
the key’ design. With the exception of a few 
crafty puzzles, the gameplay gets repetitive as 
the sprite-based enemies offer basic Al. You’ll 
most always finding several enemies waiting 
on the other side of 


Enemies range from 
mythical Egyptian 
manbeasts to annoying 
oversized scorpions. 


a door — not an 
inspiring design 
element. However, 
the game features 
some interesting 

power-ups, including high-jumping and under- 
water breathing. It’s competent and enjoyable, 
but in this saturated genre, Powersiave fails to 
outpower Disruptor or Alien Trilogy. 
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EEUIEUIS ') 


GENRE. Shooter 


PLAYERS. 1 or 2 


PUBLISHER. Konami 


O DEVELOPER. Konahi 


O RATING. T 


N.S.R.P. SHN.HS 


H onami’s Crypt Killer is like a shooting 

gallery at the country fair — a little cheap, 
rather tawdry, but effortlessly entertain- 
ing. As a light gun game, it can’t compare to Virtua 
Cop 2 or Time Crisis, but Crypt Killer is entertaining 
in its own right. 


\ 1 iAu 


'vis WMM W* ! l. 

'r OBEtfUTS . 


There’s a wider range of environments in Crypt 
Killer than any other light-gun shooter. 


© GENRE. Fighting 


© 

PLAYERS. 1 

OR S 

© 

PUBLISHER. 

T»Hl2 

© 

DEVELOPER. 

T*Hfl 

© 

RATING. KA 


© 

N.S.R.P. 


H s wrestling games go, WCW vs. The 
World features one of the largest cast 
of characters ever, including 14 WCW 
wrestlers and 45 wrestlers from five other 
national organizations. 

Each wrestler has at 
least 30 to 40 moves, 
including their own 
special signature 
attacks. Graphically, 

WCIV is adequate, 
but the polygonal 
characters lack 
detail. While the 
gameplay seems a 
tad slow and suffers 


from sluggish control, these deficiencies never 
truly diminish the overall gaming experience. It 
is disappointing however, that a tag-team 
mode was not included. All in all, WCWis a 
solid game that will appeal to 
wrestling fans, but general 
gamers may want to pass on 
this one. 


© 


While the polygonal characters 
aren’t that detailed, they do 
have a lot of special moves. 
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The designers have taken a B-level Indiana Jones 
premise and wrapped it around a 3D background 
with 2D enemies. So, you get to blast an endless 
array of flying Garudas, belching fishmen, and 
Harryhausen-esque skeletons as you travel to dis- 
tant lands in search of treasure. Level design is 
fine, if a little bland, but branching paths prevent 
players from finishing prematurely. If you’ve fin- 
ished Virtua Cop 2 and still got ammo in your 
Stunner, then give Crypt Killer a try. 
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© GENRE. Racing 




© PLAYERS. 1 OR 5 


© PUBLISHER. Playmates 


© DEVELOPER. Studio E 


RATING. KA 


© N.S.R.P. SPH.'TH 


T wo of the most important elements of 
a good racing game are controls and 
graphics. While some of the extras in 
I /MX Racing, like the two player split screen 
mode and 1 1 total tracks, may add some life to 
the game, simple goodies can’t pick up its 


slack in the two primary categories. 

The controls are embarrassingly flimsy 
and the graphics tend to be on the muddy side. 
In short, your brakes are unrealistically tight, 
the steering is indescribably loose and, 
because of the wonky visuals, you’re never 
quite sure where you are in a group of more 


than two riders. 

In its favor, I /MX does 
have good intentions on its 
side. The PlayStation does 
need a straight-ahead 
motorcycle racing game. 
Unfortunately, this title doesn’t have enough 
substance to claim any honors in the category. 


Hie ability to pull off 
one-button tricks dur- 
ing a race adds little 
to the actual game- 
play in VMX Racing. 


o 
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EEUIEUI5 


0 GENRE. Racing 


0 PLAYERS. 1 


0 PUBLISHER. Accolade 


0 DEVELOPER. Accolade 


© RATING. KA 


0 M.S.R.P. $45.15 


T his certainly isn’t the first off-road racer 
I've seen this year, in fact, I’ve seen way 
too many. The graphics for the vehicles 
are the best of all the racing games, but the tracks 
feature large chunks of pixel and way too much 
draw in. What is most impressive about Test Drive 
is the depth and speed. The game moves along 
much faster than some road racing games do and 
the depth is unprecedented. You get to choose 
from one of several cups to win, all with their own 
rules, tracks, and opponents. 

The suspension and realism of the vehicles 
and the hardcore Gravity Kills soundtrack could 
make Test Drive the perfect gift for off-road fanat- 
ics. However, those looking for pure arcade racing 
should realize that Test Drive can’t quite compete 
with the big boys. 


T he first group of Quake levels that have 
been officially approved by Id Software, 
Scourge ofArmagon, features three 
entirely new episodes. Armagon provides gamers 
with plenty of new places to explore, with brilliantly 
designed levels that would make any Quake tan 
proud. There are three new 
weapons to choose from, includ- 
ing proximity mines and Thor’s 
war hammer. These addto the 
gameplay and prove extremely 
useful against the new enemies, 
which consist of the likes of Gremlins and 
Centroids. If you are a fan of Quake, this mission 
pack offers even more of a great thing. 
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PUBLISHER. Activision 

o 

DEVELOPER. Hipnotic Int 
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RATING. M 
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M.S.R.P. $31.15 

REQUIREMENTS 

0 

Pentium 75 

o 

lb meg ram 

0 

lx CD drive 

0 

VGA monitor 

0 

MS Dos 5.0 or hiqher 

0 

40 meg hard drive 


New creatures, such 
as these Gremlins, 
are just watting to 
pounce on you from 
the shadows. 



' * ‘ - 

7 111 



- 

N 

\-< 7 


' f) 9 

; i 

1 


■1 



l aGSBlgl f i 


Q SPECIAL 


GRAPHICS 

1 

INTERACTION 

1 

EXTRAS 

ID 

i" H ■ 1 

MUSIC 

1 

BALANCE 

a 

PRESENTATION 

1 

1 1 1 

SOUND FX 

10 

DEPTH 

i 

INNOVATION 

1 

LU 


urn 


% 


The courses aren’t much to look at, but the speed 
and the good polygonal models make it an enjoy- 
able game nonetheless. 
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EDUnTERSTRIHE 


H s Red Alert’s first official add-on expansion, 
Counterstrike is a mixed blessing. Sporting 
14 new multi-player missions, new units, 
and a 1 00 new multi-player maps, Counterstrike is 
one of the few add-on packs that’s actually worth 
the money. The new units consisting of Tesla Tanks, 
armed ore trucks and super 
dogs are definitely the high- ^ Hxce!|ent solo 
light of this expansion, but p|ayer acUon- 

Westwood’s decision not to 
included these units in multi-player mode borders on 
the criminal. The multi-player maps are well done, 
but Counterstrike is stronger as a one-player game. 
Still, more Red Alert is better than none. 


©< 


0 GENRE. Strategy 


0 PLAYERS. 1 to a 


O PUBLISHER. Virgin 


O DEVELOPER. Westwood Studios 


0 RATING. T 


0 M.S.R.P. 


REQUIREMENTS 

O Pentium GO or higher 


O 6 meg ram 


0 Ex CD drive 


All compatible video 


MS Dos 5.D or higher 


O BO meg hard drive 




0AUDIO/VIDEO 

0 GAMEPLAY 

0 SPECIAL 


GRAPHICS 

1 

INTERACTION 8 

EXTRAS 

i Ka J— 

MUSIC 

ID 

BALANCE 7 

PRESENTATION 


SOUND FX 

1 

DEPTH 1 

INNOVATION 

] 1 J J 


□ 76 ULTRA GAME PLAYERS 


http: //www. ultragp.com 



This official seal is yq^r 
assurance that this product 
meets the highest quality 
standards of SEGA.™ Buy 
games and accessories 


'V " \ v- ' ^ \ V if- 

SEGA AND SEGA SATURN ARE TRADEMARKS OF SE§A ^OTf?ISE5,|?TO/ALI^RlGHTS REbER' 
Game ©Sunsoft 1996. English Translation© Working r$|jgri!*‘,l 997 A cjape A boy.' A bitptwi’ quest., F 


'Albert ddyssgy' is a trapes 


rj by Working Dosi 
.rmation on Game 



V 1 


Ifflk. i 

i t mmnfi 'Mi ' Jjj A Wo rl 


nmtnl* 


tffekxIS 

Sirl 


fVHVflpBfar ■ 

" | 


ill 




1 



(fcBRv J 


^WORKING DESK M 


HEUIEUIS ') 


GENRE. Action e PLAYERS. 1 e PUBLISHER. Jaleco e DEVELOPER. Gen<i o RATING. KA e M.S.R.P. $50-h0 




BRRHITIR FORCE 


This ain’t Kileak-, that’s for sure 





The variety of enemies 
grows a little stale after 
awhile. 


pH enki Is no stranger to the 
S wor| d of the first-person 
BmBI mech adventure game. Two 
of PlayStation’s earliest titles, Kileak 
(one of the system’s early releases) 
and Epidemic , were both Genki titles, 
but unfortunately, they’re titles we’d 
rather forget. The gameplay was ter- 
ribly slow and plodding, and both 
games were riddled with problems. 
Well, imagine our surprise when we 
tried out BRAHMA Force and found it 
was actually good! 

Like its two predecessors, 
BRAHMA Force is backed with a 
strong sci-fi story. Dionisio Vega, a 
madman of sorts, has taken over the 
outer space mining colony of 
Beltlogger 9 (incidentally, also the 
Japanese name for the game). You 
are sent with your BRAHMA (Bipedal 
Robotic Assault Heavy Mechanized 
Armor) teams to check the 
situation out, but your 
entire team is 
wiped out enter- 
ing the station. 

Beltlogger 9 Is 
your attack 
destination, 
but everything 
will not go 
as planned. 


So it’s just you 
and you alone. 

Sounds familiar, 
doesn’t it? 

Thankfully, 

Genki has learned 
from past mis- 
takes and made 
BRAHMA a fast- 
moving game. 

Just because it's 
a big metal mech 
doesn’t mean it 
has to move like 
an old lady with a 
walker, right? 

Your mech glides 

down corridors and across platforms 
with swift ease. In fact, the entire 
control mechanism is incredibly tight. 
There’s none of that ‘jostling for 
position to open doors’ you get with 
some first-person shooters. 

What really separates 
BRAHMA from similar 
games is the ability of the 
mech to jump. A large 
part of the game is 
spent maneuvering 
around floating 
platforms, which 
gives the game 
an almost 
Jumping Flash /- 
like feel. They 
could’ve learned a 
few tricks from our 

mechanical rabbit, 
though, because 
you can only ever 
look in one 
direction — 

straight ahead of you. This 
does make it hard to gauge 
jumps sometimes, but it 
never really caused any 
significant problems. 


1 One of the few really annoying parts of the game are the fre- 
quent communications updates. 2 Isn’t that a mouse droid from 
the Death Star? 3 The higher level enemies have involved Ai. This 
one Is hiding behind a corner so as not to get shot. 4 Lucky your 
mech has a built-in enemy detecting radar, as they’re damn good 
at sneaking up on you! 


Everything in BRAHMA , from 
the environments to the enemies, is 
built from polygons and, while they 
are well textured, everything begins 
to look the same after awhile. The 
levels also could’ve been a little 
larger, but with 22 increasingly chal- 
lenging stages to work through, it 
isn’t too horrible a shortcoming. 

BRAHMA Force isn’t going to 
blow anybody’s mind with its 
originality, but it is a solid game, 
and does right by the first-person 


Your mech comes 
equipped with bul- 
lets, lasers, guided 
missiles, and Nukes! 


mech genre. You know what? Genki 
finally got it right. 
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ALTERNATIVES 

-Codenames Tenka ft.l 
Disruptor 1.2 
Final Doom fl.l 
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O GENRE. Sports 


0 PLAYERS. 1 OR E 


0 PUBLISHER. LucasArts 


BRLLBLRZER 

EHHmRinns 


DEVELOPER. Factors /LucasArts 


O RATING. KA 


0 N.S.R.P. 

1 




O GENRE. Racing 


0 PLAYERS. 1 TO 5 


O PUBLISHER. Electronic Arts 


O DEVELOPER. EA Studios 


O RATING. KA 


o n.s.R.p. ssh.hs 


D espite an atrocious frame-rate and hideous 
graphics, Need For Speed was one of the 
most popular racing games in the early 
days of the next-gen systems. Need For Speed II is 
a superior game to the first, but stakes in the rac- 
ing genre have been raised by the likes of Formula 
1 and Andretti Racing. The game boasts a 
respectable frame-rate now (at least in one-player 
mode), but the graphics are grainy, unattractive 
and still suffer from considerable draw-in prob- 
lems. Gameplay is marred by control that gives 
little indication of how the car should interact with 
the track. A variety of exotic rides, six huge tracks, 
and some nice hidden extras make NFS II worth 
checking out - but just barely. 


L ucasArts first scored a smash 
hit with Ballblazer way back 
in the 80's. Well, Ballblazer is 
back and this time for PlayStation. 

The good news is that the graphics 
have been updated for the 90's. The 
bad news is that the gameplay hasn't. 

The premise remains identical. One or 
two players battle it out in a futuristic 
arena for possession of a glowing orb. 

When you catch it, you race to the goal, let 
loose the ball and hope you score. There are weapons which 
appear on the field and play strategies vary depending on the 
arena (they have 3D surfaces) and opponent you're playing. 

O FRANK OCONNOR 


* »' ! 


Welcome to the Super Bowl 
of the future! 
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SEnriEriTi 


GENRE. Racing 


PLAYERS. 1 to 1 


PUBLISHER. Psvgnosis 

DEVELOPER. Reflections 


RATING. KA 


N.S.R.P. PSD-bO 


Need For Speed I is a definite improvement over 
the first game, but the racing genre competition is 
stiffer now, too. 
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0 w! My head hurts. I had to 
play a largely text-driven 
adventure game all night. 

Then I had to complete a bunch of 
seemingly pointless maze-based puz- 
zles. Then I had to solve a freaky 
mystery, surrounded the whole time 
by a bunch of texture-mapped 
weirdos. And I didn't really get to 
shoot anything. Sentient is a true one 
of a kind adventure. It's not gonna 
appeal to Tekken fans, or Doom fans 
or people who don't like freaky games. 

It is, however, well designed, huge in 
scope, playable and involving. If that sounds good, then 
Sentient should represent good value for money. Owl 


©audio/video ©gameplay 



This colored tunnel is a 
typical challenge. 
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Q he green is gone and 

Sportsline has achieved a 
smoother, sexier design 
■or your viewing pleasure. 
What’s underneath all the glitz 
and glamour is still the same bare 
bones, ‘tell it like it is’ sports sec- 
tion that you all love (or at least 
like a lot). This month I get a 
chance to shower you with more 
baseball games than should be 
legally allowed, including reviews 
on two top PlayStation hardball 
games and an early look at the 
rest of the field. 

Breaking news in the 
sports world is happening as you 
read these fine words. Acclaim 
and Iguana are teaming up to 
make the first football game for 
the N64 and next month, I’ll have .a, 

the good, bad, and the ugly on 
that game and all of the others. 

Until then, take it easy and lay off 
the high heat. 


nSalmon@gameplaysrs.com 



' c 

0 

SYS. Playstation., PC 

( 

0 

PUB. Virgin 

( 

0 

DEV. Radical Entertainment 

< 

0 

REL. DATE. September 


top-down 
camera gives 
a great view 
of the action, 
but you don’t 
ppre- 
clate the fluid 



However, when 
you’re down on the 
Ice, In instant replays 
you can really 
see the detail. 


The motion-captured moves are all 
extremely fluid, Including this 
winding slap shot. 



The fast paced gameplay and vicious checks are the main reasons 
Powaiplay Is looking so hot. 


ell, it’s going to be one 
tough season in video 
game hockey, with the 
amazing Powerplay 
‘98 looking to be even 
better than last year’s 
superb effort. However, the compe- 
tition is tough, since Acclaim’s NHL 
Breakaway s looking awesome and 
the two biggest contenders (Face Off 
and NHL) haven’t even been seen. 

What is going to make 
Powerplay the early favorite is the combina- 
tion of stunning graphics, smooth animation, 
fast play, and superior Al. Last year, Powerplay 
reinvented the entire hockey genre by adding 
coaching and an incredible array of checks. 

This time around, the developers at Radical are 
building on their success by upgrading every 
area of the game. As you can see from this col- 
lection of screen shots, the graphics are once 
again top notch, but until I get a playable ver- 
sion, the Al is still a question. 

These latest shots now have the player num- 
bers on the back of the jersey and, according 
to developers, the game is already completely 
playable, it just needs a lot of tuning. 

Everything sounds promising, now if they can 
keep last year’s 
great gameplay 
and add the 
stat-tracking and 
the rest, 

Powerplay could 
be the PC and 
PlayStation champ. 


With smooth animations and stunning graph- 
ics, Powerplay ’98 could be a winner! 
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Shootm for thm kitlm again! 



© SYS. Saturn 


O PUB. Sega 


© DEV. Sega Of japan 


© REL. DATE. June 


or four years running, World Series 
Baseball has been the best playing 
baseball game around. From the 
early Genesis versions done by Blue 
Sky Software, right up until the lat- 
est Saturn versions developed in 
Japan, World Series has dominated the dia- 
mond. This year, the developers have gone with 


<R 




The main views of the action appear 
to be the same as last year. 


polygonal players that give the game a com- 
pletely new look. Fans of the series (like myself) 
are just hoping that this new look 
doesn’t effect the smooth and fast 
play of last year’s game. 

The shots I have here are 
all from the Japanese ver- 
sion of the game, so it 
doesn’t give you the oppor- 
tunity to see the real logos 
and players. 

However, it is 
easy to tell 
the level of 
detail is 

incredible. Other 
apparent changes 
are with the pitching 
and hitting, since there 
seems to be some sort of 
directional meter. How this 
works, I won’t know until I see 
it running. 

I haven’t had a chance to play 
the game yet, but the same 




Low and behold, WSB has gone polygonal. 
Now if they can match the same game- 
play, the whole world Is In trouble. 

Ignore the Japanese text and strange 
logos. Once In the states, WSB will 
have full MLB license. 


develop- 
ment team 
that made 
WSBII and 
WWS ‘97 are in 
charge and they 
have yet to make a 
bad sports game. What 





m 

a «• >1 a 7* ••= ft*' i»<t * •> 


WSB needs to improve on last year’s game is 
the addition of some more simulation elements 
and a revision of the pitching interface. By no 
means do I wish the game to 
become slow and monoto- 
nous like many others, but it 
would be nice to get some 
more realism with the playa- 
bility and speed. If these 
goals can be accomplished, 
then WSB ‘98 will once 
again reign supreme. 


Wh.it a great one-handed 
catch! Yeehaw! 



1 You have to appreciate the detail and Imagine your favorite baseball uniform In 
these Japanese jersey's place. 2 The new directional meter Indicates that there has 
been some minor changes In the gameplay. 3-4 Everything I’ve seen on WSB Indi- 
cates that ‘BB will have a much more theatrical delivery of the game. 


...but the key is in how well 
they move. 



1-3 The new 3D graphics allow for some 
ultra smooth animations, whether It be 
during play or a little warm-up outside 
the batter’s box. 
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® he newest entry into the video game 
sports market is putting out a game 
on the newest American sport. The 
game is going to feature every 
player, stadium, sponsor, and cleat 
in Major League Soccer. The detail on 
the polygonal players is so rich that you can see 
each person’s face and features, from pretty 
boy Eric Wynalda to the crazy fro of Carlos 
Valderamma. The uniforms are completely 
accurate, right down to the logos and 
even the shoes will feature vari- 
ous trademarks, like the Nike 
swoosh. Yet the graphical j 

detail isn’t where MLS is /j 

going to shine. Instead, the / M 

developers at Z-Axis / 

(mostly comprised of EA / 
veterans) are 
trying to re- ■ 

[fLriy invent how 

ml soccer games SB 

I play. The game \H 

Hgw will reward and 
mfjfH teach gamers good \^j 

soccer decisions. No \ 

more kicking the long 
IBi ball back and forth, instead, 
you’ll have to choose from real 
soccer strategies. Whether it be 
working the ball up the wings or 
lobbing crosses into the box, it 


SYS. Playstation 


© PUB. BNG Interactive 


0 REL. DATE. August 


Every player hi the MLS will have their 
own face texture-mapped on their head! 


/ wil1 require 
fS ■ / a knowledge 
. ’^|!i|r,# / of the game. 

/ The pre- 
/ sentation 

^ ■ • • ■BT/ won't be the 

usual TV perspec- 

tive, rather the game 

will feature an ‘on the 
field’ presentation. Crowd sounds, game 
sounds, and even teammates yelling assign- i 

ments promise to put the J 

player on the pitch like never J 

» ? before. All of the motion- m 

J capture and much of the 
strategy was put together by 
the developers in conjunc- 
tion with MLS stars Eric 
Wynalda and Alexi Lallas. 

Each team will run the 
offense that they do in the 
actual league, meaning that 
you must exploit different 
/ weaknesses against differ- 
/ ent teams. The referees 
/ have even been included in : 

/ the game. Certain refs go 
/ blind when it comes to fouls 
t / and others think any con- : 

/ tact deserves a yellow. This H5 
“ is another way to keep 
every game a fresh experi- 
ence. More on this later! 


1 The stadiums of the MLS are all Included, right down to the advertising on the 
wall. 2-3 The Intelligent Al means that the long ball Is no longer a triable offense, 
Instead, you have to work a strategy. 4 The goalie animations are on par with all of 


The development team 
poses on the pitch. 


Skilled players will be able 
to pull off special moves 


Stadiums are wireframed 
for complete realism. 


r games. 
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For Sony PlayStation™ 

Strategy fans should definitely enlist in this war. 

— Game Pro 


This is an amazing game, like nothing any 
console gamer has ever played before.” 

— EGM 2 


“Plain and simple, C&C is one of 
the greatest games of all time." 

— Game Informer 


Command & Conquer is simply the best 
PlayStation release of the year.” 

— Games Domain 


Exclusive! 
Over 60 missions, 
including 20 
bonus missions 


Over 60 missions on two CD-ROMs 


Dozens of close-ups and action shots 


The ultimate strategy game 


Also available on DC S, Windows-' 95, Mocintcsn' CD-ROM & Sega SaCm™. 

Command & Conquer is mattered tict-Jemarfe cf Wash* cad ados. Inc. © 1997 Westwood S' res, Inc. 
AH rights reserved. So 1 v PlayStation and the PlayStation tape a 1 trademarks of SonyComputer 1 4 BmHh 1 
tnc. Wmapws *vO r ' i regisrerea iractemar*. of Mtcrosc ’ C c peranon. Macmtosn rs a regrstere /aaeniar* of 

Apple Computer u. Sega Saturn is a fradomark of 5 : enterprises, ltd. 





I PLAYERS 


OfttcUU! ' H'as” brft" W 

Mai0r ,^eB^»« PlayerS 

Major Lea / sso f ia tion 

_ ■ rr 11118 


K 










VR BASEBALL TIP || 


LAY DOWN THE PERFECT BUNT AND 
SQUEEZETHERUNNER HOME WITH 
SIMULTANEOUS BATTER AND 
BASERUNNER CONTROL. 


Check out VR Baseball ’97 at www.vrsports.com 


Check out the official Major League Baseball™ web site at www.majorleaguebaseball.com 





MORE CONTROL THAN ANY 
OTHER BASEBALL GAME! 

VR Baseball '97 is the next generation baseball game that lets you 
control both the batter and baserunners simultaneously. Hit and 
run, tag up, steal, stretch out a double or execute a squeeze play. 
VR Baseball's completely new, easy-to-use controller design 
provides total bat control for power, contact, bunt and pull-hitting 
as well as control over pitch selection and speed with unlimited pitch 
locations. You can even control a real 3-D camera that let's you play 
from any position or angle because VR Baseball has a true 
3-D engine. 

After 3 years of internal development and a total commitment to 
quality, VR Sports delivers a winning roster for the '97 season: 



Virtual FieldVision™ technology creates an immersive, ultra-realistic, 
gaming environment that lets you play the game from any view or 
perspective. You can even play from the ball's view if you don't mind 
getting knocked around. 



Total control over all aspects of game play including 
simultaneous batter and baserunner control. 



Play baseball in a true real-time 3-D world with 
unlimited 360° views and motion captured polygon 
models for all players. 



inter-league play with a real-time in stadium scoreboard 
and big screen in stadium television. 



are trademarks of Interplay Productions. All rights reserved. Major League Baseball trademarks and 

copyrights are used with permission of Major League Baseball Properties Inc. ©MLBPA Official Licensee-M^,„. 

Baseball Players Association. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. PlayStation and the PlayStation logo are 
trademarks of Sony Computer Entertainment Inc. Microsoft, Windows and the Windows95 logo are registered trademarks of Microsoft 
Corporation. 4jl rights reserved. All other copyrights and trademarks are the property of their respective owners. 




COMING SOON!!! 


Four uniform options per team including updated colors and team 
logos for 1997. Plus, four play options and three difficulty settings for 
the skill level most challenging to you. 










Instant access to pitch selection, speed and control for unlimited 
plate locations without menus. Total bat control for power, contact, 
bunt and pull-hitting without tipping your hand to your opponent. 


Super-fast Season Play mode with top 10 or full stats, 
mid-season All-Star voting and game. 


Plus, 


Try it. It r s new. It r s different. You may never 
go back to your old game again. 


28 3-D Major League Baseball™ stadiums including three 
new stadiums: Atlanta, Anaheim and Oakland. 


Plus, a true physics model controls velocity, 
rotation, gravity and air friction for true flight, 
bounce and roll for varying surfaces like Astroturf, 
grass, dirt and fences. 


VR Baseball '97 
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Tony adds arcade fun to its lineup 


OO 




© 

SYS. PC 

) 

© 

PUB. Maxis 

) 

0 

DEV. Stornfront Studios 

) 

0 

REL. DATE. June 
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nown as the best and most 
; accurate baseball game on the 
I m/ PC, Tony LaRussa Baseball is 
back for the fourth time. The big 
changes in this year’s game is a 
focus on 3D arcade gameplay, along with 
the sophisticated simulation of games past. 

All of the updated stats and rosters are 
included, as are all of the options and features 
you’d ever want. Statistics are so detailed, 
you’ll know what Cal Ripken’s batting average 
is on Thursday afternoons, on grass, in cities 
with more than five Pizza Huts. The play is still 
a bit slower than EA’s Triple Play, but the sim- 
ulation value of Tony LaRussa simply can't be 


touched. The ability for two 
players to go head-to-head 
over the internet allows for 
an even greater multi- 
player experience. 

As I get in a review- 
able version of this game, 

Til let you know if it lives up 
to its history, and if it can 
compete as an arcade title 
as well. 


all of the other stadiums 
rendered in 3D for your enjoyment 


1 The players are some of the 
smoothest sprites I’ve seen. 

2 LaRussa Is really making a play 
for being an arcade style game. 

3 The Incredible depth and options 
Insure that Tony Is still taken as 
one of the most serious 
simulations on the PC. 
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SYS. Nintendo fc,4 


t one time, FIFA was the only soc- plagued the PlayStation version remain 


PUB. Electronic Arts 


O DEV. EA Canada 


cer game, but after the dismal 
| PlayStation version of FIFA ‘97, 
EA really needed to show its 
stuff on the N64. Unfortunately, 
the N64 version isn’t even the best 


O n.S.R.P. S75.T1 


soccer game. Work on next year’s FIFA better 
be starting already, just to catch up with the 
rest of the industry. All of the problems that 


1 The player graphics and field look exceptional, 
but the animation and play just cant keep up. 

2 Real international teams, like Manchester 
United, are one of the few strengths of FIFA. 

3 Full season modes and stat-traddng with real 
players does give FIFA some great options. 

4 The animation is stiff and the control 
is unresponsive. 


intact for the N64. Graphics and speed 
have been improved, but they still can’t 
compete with any of the competition. 
Due to the limited space available on 
cartridges, the super-slick intro is gone, 
leaving only the game to stand on its 
own merits. It just may be heading for 
a big fall. 
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O PUB. Virgin 


© DEV. Burst 
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he first thing you notice about 
Grand Slam Baseball are the 
simple graphics, which in no 
way take advantage of the 
PlayStation’s considerable 
power. However, graphics are not 
the only thing I judge games by. The develop- 
ers have gone for a new type of gameplay 
instead of worrying about graphics. 


1 The simplistic sprite-graphics of Grand Slam 
are almost embarrassing. 2 The pitching meter Is 
simple to operate and is an effective way to 
change speeds and location. 3 However, trying 
to coordinate the power meter and the batting 
cursor Is not an easy venture. 4 One Interesting 
feature of Grand Slam Is the ability to bring up 
minor league players. 


The essentials behind Grand 
Slam's new gameplay are a pitching 
and power meter that operate exactly 
like a swing meter in golf games. This 
adds a dimension of player control that 
may be the next step in sports games. 
While Grand Slam isn’t a bad game. 
Unfortunately, it doesn’t have what it 
takes to compete. 
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® SYS. Saturn 



o PUB. Electronic Arts 


DEV. EA Canada 
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Every major league player and team Is 
represented with unequalled textures 
and detail. 


ast year’s undisputed PlayStation 
baseball champion is back for 
another season, but can the beefed 
up graphics and features be 
enough? Well, because I haven’t 
seen all of the competition, it’s difficult 
to say whether EA has done it again, but if I was 
a betting man, I’d say Triple Play '98 will be the 
best PlayStation baseball game this year. 

However, I’d still say that WSB 98 is going to be 
the best overall. 

The most notable change is the 
move to 3D, a move that hasn’t 
been so successful with EA’s 
other franchises. However, 
with TP 98, it has suc- 
ceeded. The 3D players 
and ballparks are the 
smoothest I’ve seen and 
the detailed 
uniform tex- 
tures are 
unbelievably 
realistic. Each 
player is identifi- 
able by the name and 
number on the back of 
jersey or even by their body 
sizes and batting stances. 

Underneath the graphical over- 
haul is nearly the same game in 
every respect, with some minor 
improvements. The full control 



One ot the best new features Is the ability 
to climb the wall and take away 
a home run. 

The presentation Is Incredible! There Is 
no company that can polish a game as 
good as EA. 



1-3 Ultra-smooth animations like dives, throws, and even throwing from your 
knees give JUple Play ‘98 an awesome look. 4 The pitching meter needs to be 
timed correctly to throw pitches as deadly as this. 


hitting of last 
year has 
returned. You 
can still choose 
to hit the ball in 
the air, on the 
ground, to the opposite 
field, or pull it down the line. But this year, the 
players don’t have to open or close their stance 
to give away their intentions. The pitching has 
undergone a few subtle 
enhancements to give the 
player more control. You can 
now throw the ball up or down 
in the strike zone. The new 
invisible pitching ‘meter’ has 
to be timed similar to a jump 
shot in a basketball game to 
achieve maximum power and 
effectiveness. The first two- 
man, play-by-play booth in 
videogame history has Buck 
Martinez joining Jim Hughson 
in the announcer booth. 

The game still doesn’t have 
the perfect difficulty level, but 
even with its faults, there is 
currently no baseball game 
that can even come close to 
the overall solidity of Triple 



The 3D stadiums are 
absolutely gorgeous and 
feature more detail than 
you could believe. 


Play 98. 
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More information, more often. 

1 

http://www.imaginegames.com 


I 
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IMAGINE GAMES NETWORK 


Calendar of Events 


IMAGINE GAMES NETWORK 
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CONTEST 

The Home of Virtua Fighter is 
having a "Design Our Logo" 
contest. Prizes include videos, 
keychains and more. 

GET SERIOUS 

The Serious Gamer's Page 
awards the Elite Site Award 
given to this month's best 
"serious gaming site." 

PSYGNOSIS GOES MAD 

The people at Psygnosis have 
lost their marbles and given 
PSXPower tons of goodies to 
give away. Enter this huge 
contest and you could win 
software and stuff. 

POLL 

June 2-6. PlayStation Nation 
wants to know: What is the 
game you would most like to 
see a sequel to? (PlayStation 
Nation will post the top five 
responses.) 

VIRTUAL GIRLFRIENDS ARRIVE! 

Ultra Game Players Online 
explores the genre that's so big 
in Japan, it's a big wonder why 
it hasn't appeared in the US 
yet: Girlfriend simulators! 

THE BEST CONTROLLER 

Vote for your very favorite 
Saturn controller in a 
SaturnWorld poll. 

PREVIEWS 

Join N64.com in a first look 
at a genuinely huge new 
N64 software title. Don't miss 
the in-depth preview of the 
game's progress and how it's 
shaping up. 



MON 9 


TUE10 


WED 11 


THU 12 


www.next-generation.com 


ULTRA 


www.ultragp.com 


Q&A 

Don't miss the bumper Q&A 
on PC 3D Boards with Next 
Generation Online's technical 
editors, 

NEW AT BOOT 

Check Out Boot Online for a host 
of new features and downloads 
available on this day. 

MORE FIGHTING PLEASE 

Why aren't there more fighting 
games on N64? In a special feature 
N64.com analyses how the fight- 
ing genre is shaping up. Dark Rift, 
War Gods, Dual Heroes, Acclaim's 
new fighter, and more. 

TALKING MAGIC 

Join Next Generation Online in an 
interactive Palace chat with the 
producer of Magic: The Gathering. 

VIOLENCE ON SATURN 

Are Saturn games too violent? 
Which ones are the most blood- 
thirsty? SaturnWorld investigates 
in this special feature. 

POLL 

A very special Videogamers.com 
poll asks the question: Are 
polygons better than sprites? 

Cast your vote. 

E3 PC PREVIEW 

Chat online with the PC Gamer 
editors about what goodies are to 
be expected at the big E3 show. 

ULTRA GAME PLAYERS-THE MOVIE 

Download the movie that everyone 
will be talking about. Starring: 

Ultra Game Players, IGN, and 
many more! 




www.n64.com 


www.b4otnet.com 













www. lmagmegames 



E very day, one of the seven sites in the 
Imagine Games Network hosts a special 
event. These include interviews, chat forums, 
downloads and extra features. 

And they're all absolutely free. 


A ll you have to do is to check the times and the dates 
of the events, and make sure you're there to enjoy 
them. You'll find the urls of all the sites at the bottom of 
this page. 




PlayStation 

nation 


MON 23 


THU 19 


GREAT E3 PREVIEW 

The editors of IGN's console 
dedicated sites — PSXPower, 
SaturnWorld, and N64.com — hash 
it out on the Palace over who's 
going to have the best software 
at E3. 

ANNUAL SATURN AWARDS 

See what's best for your Saturn 
in the almost serious First Annual 
SaturnWorld Awards 

YOU GET TO CHOOSE 

What kind of games do you 
want to see more of on the 
PlayStation? Join PSXPower's 
this comprehensive poll. 

WIN A NINTENDO 64 

Here's your chance to win one of 
the hottest systems on the market, 
courtesy of Next Generation 
Online. 

E3 PALACE CHAT 1 

Talk with the editors of Next 
Generation Online, N64.Com, 
PSXPower, Ultra Game Players 
Online and SaturnWorld about 
what's hot and what's not at E3. 

E3 CHAT 

Chat with Gaming Enthusiast 
Online editors and get the latest 
E3 info. 

E3 PALACE CHAT 2 

The editors of Next Generation 
Online, N64.Com, PSXPower, Ultra 
GamePlayers Online and 
SaturnWorld talk about their E3 
experiences on the Palace. 

CONTEST 

June 23-28. Visit PlayStation 
Nation to answer a simple question 
and you could be the lucky winner 
of a Gameshark. 


TUE24 



NINTENDO SPORTS GAMES 

An in-depth comparison of 
Nintendo's sports line-up is set to 
appear on N64.com. Are gamers 
fuming? Are EA's games going to 
make a big impact? Who else is 
shaping games for N64? 

WHO IS ULTRA GAME PLAYERS? 

We'll explore the deep dark 
personalities of Ultra Game 
Players and answer the eternal 
question: Is Bill really the old 
lady from ‘Goonies’? 

DYNASTY WARRIORS CHAT 

Talk live with KOEI in IGN's 
Palace chat room about their new 
weapons fighter, Dynasty 
Warriors 

SHOW’S OVER FOLKS 

How was it for you? PC Gamer 
answers your E3 questions on the 
Palace. 

FEATURES 

More in-depth PC features from 
the people at Boot. 
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All events begii 
at 6pm PST 
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Through close links with Japanese 
companies, N64.com offers you 
unrivaled, in-depth coverage of the 
world's greatest game machine. If 
you are serious about Nintendo, 
N64. corn's daily updated news, 
reviews, previews, codes and forums 
make it a must-visit site. 
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months are tough, and that 
you don’t always have the 
extra cash to shell out for 


^fey, we realize that even though we 
H have to show up for each and 
every issue, some of you out there don't 
feel the same way. We know that some 


the latest issue of ULTRA 
GP. Don’t fret! These pages fill you in 
on all of the games you missed. Just 
don’t worry about us, slaving away 
each and every month. It’s OK. 


When a game is really 
good, we give it our 
ULTRA Award. We 
don’t hand these 
things out to just 
any game — it’s 
got to get past the 
most grueling 
review system in the 


biz and still come through 
with at least a 9.0 rat- 
ing. That ain’t easy! 
Recent ULTRA Award 
winners are shown 
below in a special 
blue bar with black 
text. Don’t miss out on 
these games!!! 


CYBER GLADIATORS 



1 

HiS monTH'S TOP 

PICKS 


1 

LJild Arms 

PS 

R:it. mg: =3.3 

z 

Quake Mission Pack 

PC 

Rating: T.O 

3 

C&C Red Alert, 

3HHI i i 

Rating: fl.S 

JL 

Rally Championship 

PC 

Rating: S.3 

5 

Dark Rift 

bM 

Rating: 7 .^ 



MASTER OF OBION 2 



PLAYSTATION • issue #96 

Ratings 

MECHWARRIOR 2: MERCENARIES 


PC • issue #93 


~| Rating: 


(ED) 


MEGA MAN S 


PLAYSTATION • issue #97 

I Ratings 


ED 


M NANOTEK WARRIOR 


PLAYSTATION • issue #96 

I Rating: 


.(ED) 



RAGE RACER 


PLAYSTATION • issue #96 

I Rating: 


(ED) 


BALLY CROSS 


PLAYSTATION • issue #97 

I Ratings 


ED) 


REALMS OF THE HAUNTING 

| PLAYSTATION • Issue #96 

~ | Ratings 

RELOADED 


(ED) 


PLAYSTATION • issue #9# 

| Rating: 


(ED) 


ROCKET JOCKEY 


PC CO-ROM • issue #94 


Rating: 


ED 




SOUL BLADE 


PLAYSTATION • issue #94 

| Ratings 

SPIDER 


PLAYSTATION • issue #95 

| Ratings 

TEN PIN ALLEY 

', 6 . 9 )) 

W PLAYSTATION • issue #94 

| Ratings 

TERMINATOR: SKYNET 

[7.1 ]) 

PC • issue #93 

| Ratings 

/rv\ THUNDER TRUCK RALLY 

(, 9 . 9 )) 

\Ls PLAYSTATION • issue #97 

| Ratings 

/C'N TIGERSHARK 

( 7 . 9 )) 

| PLAYSTATION • issue #95 

| Ratings 

/Ol TOSHINDEN URA 

7.1 )) 

KLY 1 SATURN • issue #94 Y M 

| Ratings V 9 M J) 

TUROK: DINOSAUR HUNTER 

NINTENDO 84 • Issue #9S 

| Ratings 

/r\\ TWISTED METAL 2 

( 9 . 3 )) 

Ratings 

M VANDAL HEARTS 

9 . 2 ) 

j PLAYSTATV 96 

| Ratings 

VIRTUA COP 2 

9 . 0 )) 

Mi/ 

| Ratings 

VIRTUAL ON 

( 7 . 9 )) 

| SATURN • issue #93 

| Ratings 

WING COMMANDER IV 

( 9 . 6 )) 

W PLAYSTATION • issue #97 

| RaHngs 

EO)) 


ULTRA GP ** 




(E points/4 


winners) 


There are three bun- 
dles, one for each 
winner. The first, a 
cool collection of 
driving games, the 
second, strategy 
and adventure 
galore and the 
third? Action all the 
way. Each bundle 
will feature the best 
PC games in that 
genre and will be 


Vi 


elcome, gamer! You have just entered the ULTRA GP GameShop. Here you’ll find many exquisite 
items that we’ve collected from all over the world, from the top gaming districts of Japan, to our 
own Silicon Valley. We’re here to offer loyal ULTRA Game Players readers the chance to win 
loads of cool prizes each and every month. I Me seek out the hard to find collectibles, the stuff that the average 
gamer can't get his hands on. We also offer many ways to win, so that everyone has a real chance to get in on 
the action! 


Mystery PC game 


HOW TO ENTER, 


I t wouldn’t be fair to let just anyone enter our 
contests. We reserve the privilege solely for real 
hard-core gamers, and we weed out the casual 
players who just want to clog up our mail bin with 
extra entries. So, to prove that you really deserve the 
cool stuff listed on the next few pages, we’re going to 
have to put you to the test. We’ve racked our brains to 
come up with 15 videogame-related trivia 
questions, ones that only serious gamers will 
know the answers to. Each correctly answered 
question will earn you one point, for a maxi- 
mum of 15 points for 15 correct answers. 

You can spend your points anyway you like 
— you can divide them up between multi- 
ple contests or blow them all on one big 
prize. The number of points needed to enter 
a contest is listed next to the prize name. To 
enter a contest (or contests), write down the 
contest numbers) on a post card, along with 
the trivia answers to prove you’ve earned enough 
points (list the question number first, then the 
answer), and don’t forget to also answer our tie- 


worth 


hundreds 


dollars 


Ylkes! 


breaker question, which will be used in the 
event of a tie. 

Send the post card to: 

ULTRA GP GameShop / June 
150 North Hill Drive 
Brisbane, CA 94005. 

All entries must be received by June 10, 1997. 
Winners will be notified by mail. 

Now get to it! 


Street Fighter II 

(E points/5 winners) 

The good people at Manga Entertainment Inc., have been kind 
enough to offer the ultimate Street Fighter giveaway. Six lucky 
lads or lasses will walk away with the following: One limited 
edition Street Fighter II It movie poster, one Street Fighter II VI- 
shirt and one reader will win the entire Street Fighter II V movie 
collection (at the rate of one volume per month). 
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TIE-BRERKER rO 


Frank O'Connor, our new Editor In Chief, is from Scotland. While this does 
mean that his English is damn near gibberish, it doesn’t mean that he eats 
haggis (we hope... ) Send us your perfect recipe for this Scottish treat and 
tell us why it's the perfect meal for almost any occasion. 
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Chris Box of Crap 


(4 points/4 winners) 

Football and 3 PlayStation games 


(L. points/3 winners) 

A whole bunch of cool ex-Editor stuff... 


When Chris moved, he promised 
that he would move all his 
crazy stuff. But he didn’t, so 
we’re putting it all in boxes 
and giving it to some lucky 
and clever readers. The boxes 
will be packed to bursting 
with a combination of 
cool things (including PC 
and console games) 
and random junk. And 
it will be quite a 
big box. 


Gameday, Madden and 
Quarterback Club for PlayStation 
will accompany this football, 
autographed by Dolphins’ 
Quarterback Dan Marino! 


Saturn + Fighters 
Mega Mix 

(fi points/3 winners) 

• Sega Saturn gaming system 

• Fighters Megamix game 


Check this out! One lucky prizewinner will walk away with a brand new Sega Saturn, 
plus a signed copy of Fighters Megamix — perhaps the greatest fighting game ever 
made for a home system. The game will be signed by Mr. Hiroshi Kataoka - Crew Chief 
AM R&D #2. He likes RPGs better thanii ght i ng games, apparently. 
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graduated 


me as the Nancy Drew 


d and he s left the code sectio 
hate ma I must be addressed 


game strategies. And now Roger has moved 
sing a Hardy BoyrAs for Mike... well, he alway 


appropriately) 


even 


theskilfu ‘Burchil eye for the elusive code,' 
II continue to bring you the best and hottest 


at this month’s i 


even more surprises 


Season Codes 

1-2 To finish a season and unlock the asso- 
ciated cars and tracks, enter one of these 
codes when beginning a new season. 


Code Effect 

vet me Win the rookie season 

im a pro Win the veteran season 

weeoo Win the normal, the 

head-on and the mixed- 
pro seasons 


RALLY CROSS 


SONY CE © PLAYSTATION 


Play Physics Cade 

1-4 Start a new season and type in one of the 


following codes as the name for the season. 
These codes are mutually exclusive and only 
one may be entered per game. 




Code 

fat_tires . . 
no wheels 
wheels . . . 
noviscous. 
banzai .... 
feather . . . 

float 

stone 

radbrad. . . 
spinner . . . 


Effect 

Makes vehicle tires wide 
No tires, car just hovers 
No car, just tires 

Mud, water, etc. have no slowing effect on car 

Turns off collision with other vehicles 

3/4 Gravity 

1/2 Gravity 

Double Gravity 

Realistic Gravity 

Car wheels turn 90 degrees 
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BUG INTERACTIVE ® PLAYSTATION 


Level Passwords 

1-5 Enter the following codes 
at the password screen to 
access the level. 


P7KB3 Y1 9GP R8F3B PFGC3 
G7KB3 Y11GP R8F3B PFGC3 
H7KB3 Y1QFP R8F3Q XSDS4 
J7KB3Y1GWP R8F31 766D1 
K7KB3 Y1B15 S8F3Q XSDS4 
K7KB3 Y1B15 S8F3B TQBB4 


V7KB3 Y1 B1 5 S8F3Q S7QC1 
W7KB3 Y1VBV P8F3L C1M95 
X7KB3 Y1VLN 7BF31 CH1C3 
Y7KB3Y1W1 6QF3Q S7QC1 
Q7KB3 Y1 LDR TQD3V KCDT1 


Q7KB3 Y1 LDR TQD3L CQSR3 
R7KB3 Y1 18H 56T1 W TY4R4 
S7KB3 Y118H 56T1T CQSR3 
T7KB3 Y118H 56TIF NY4R4 
T7KB3 Y118H 56TIT C4LD1 
68KB3 Y1 18H 56T15 1 P6C4 
68KB3 Y118H 56TIT MVM35 


COMMAND & CONQUER 

UESTUJOOD STUDIOS O PLAYSTATION 


iion Codes 


1-3 Enter the following codes at the pass- 
word screen to access the level. 

GDI NOD 

2. C99FAXKW8 

3. KDT70XZ7W 

4. C9JM6RH3X 

5. W1 5DASRS8 

6 . Y47ZW9E0L 

7. C9R67C70W 

8 . 0X3CSXKE5 

9. 56HE53HEH 

10. YNF75TZK0 

11. GTJ26Z12A 

12. CR0TDBC71 

13. MFYFV9DWX 


2. B9DTX02D0 
3.25U1E2L4D 
4. KED688DGU 
5. 0XL3NYNN0 
6 . DU5R21DG7 
7. 0X3CS3D4G 
8 . 9QGZLZDF8 

9. IU75TQK8H 

10. OYGNYMYYN 

11. CR5EQME0S 

12. 3NUL60FQI 

13. 4N8AN1A0H 

14. 3NWD3MQFT 

15. 457ED7G0U 


Dinosaur Bones. 

Model City 

Temple 

Museum Boss . . 


SEWER: 


Lab Top. . . 
70’s Room 


1 FMLC 939GP R8F3B F7KT1 
CHMLC 939GP R8F3L WGTS3 
86MLC 939GP R8F3V FQ5S4 
FW1 MC 939GP R8F3B F7KT1 


FACTORY: 
Boxes . . . 


. FW1 MC 939GP R8F36 DTTS3 
. BSRMC 939GP R8F3V TKKT1 
. WDRQC 939GP R8F3L M8S95 
. 8WV5L 939GP R8F36 DTTS3 
. 8WV5L 939GP R8F3G 1QJB4 


Along the Street 


9WV5L 939GP R8F3L RT6S4 
6SXXS 939GP R8F3L RT6S4 
W9PNT 839GP R8F3B 9LVS3 
N7KB3 Y19GP R8F3V95HR5 
N7KB3 Y19GP R8F3G GK4T3 


http: //www. ultragp.com 


ULTRA GAME PLAYERS DTI 








Super 

Bikes 

Place first on 
each track in 
challenge mode to 
access three new 
super bikes. 


1-4 As soon as a race is selected, hold Down 
LI +L2+R1 +R2+X+Triangle+Square+Circle at 
the Start Screen until the race starts. This will 
allow the player to choose from 10 camera 
angles instead of normal 4 by pushing 
Triangle to select. 


NEED FOB SPEED Z 

ELECTRONIC ARTS O PLAYSTATION 

Camera Cade 


IMPACT RRCINC 

ACCLAIM O PLAYSTATION A 

Impact Passwords ^ 

ALL.TOOLEDUP Gain all weapons 

ENDGAMELEVEL Access hidden tracks 

BONUS.LEVEL Access another bonus level 

i.AM.immortal Invincibility 

Rabbitbadger Level Select 

JOURNEYS.END Sound Test /!^P 


SOVIET STRIKE 

ELECTRONIC ARTS O PLAYSTATION 

Invincibility Cades ^ 

Enter these codes at the password screen. 

Effect 

infinite ammo 

infinite fuel 

double fuel mileage 

invincible chopper 

double damage 

FUGAZi infinite ammo, infinite fuel, 

infinite attempts 

THEBIGBOYS infinite ammo, infinite fuel, 

infinite attempts, double damage 

worship the chopper 

AHGRYLOCAL lynch the chopper 

QUAKER peaceful world 


NFL CRMEDRY *37 

SONY CE O PLAYSTATION 

More Easter Eggs 

Here’s a few more easter egg codes for Bameday ‘97. To access the 
Easter Egg Screen, press LI , HI , L2, R2 at the Start Game Screen. 

ASSASSIN Rees, no hands-on blast, injuries Up 

ATOMIC BOMB Explosion on severe hits 

BLASTERS More time to pop a receiver and knock out ball 

BO KNOWS Shoulder charge is juiced 

BIITKAS Defensive charge and hits are high 

DEMPSEY Longer Field Goals 

DERVISH Spins more effective 

EQUALIZER Makes all players about equal 

GENIUS CPU remembers 30 plays 

IDIOT CPU makes bad decisions 

JUGGLER One handed catches tip off a lot 

LONG JUMP Human dives are farther 

LOUD MOUTH Loud PA Announcer 

MANDARICH Offense at blocking disadvantage 

NYSE Swim moves juiced 

PISTON Jack hammer of a stiff arm 

TOAST Bad pass coverage 


MRNX TT 

SEGA O SATURN 

Sheep Mode 

1-5 At the ‘Select Transmission’ 
screen, press Up, Up, Down, Down, 

Left, Right, Z, Y. A sheep sound will 
indicate that the code was entered cor- 
rectly. When Uie game begins, the 
player will be riding a sheep and all 
opponents will be sheep. 
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SUPER PUZZLE 
FIGHTER 2 TURBO 


CAPCOM © SATURN 


Secret Characters 


1-4 Last month PSX, this month Saturn owners can go to the Character Select Screen to access 
Secret Character goodness. 




~twm ■ 

MODE 

STREET PUZZLE MODE 

: - - — 


OPTIOH 

&sckw> ___ 


Play as Dan 

Player One: Place the highlight cursor on Morrigan. Hold START and 
press Left, Left, Left, Down, Down, Down, A. 

Player Two: Place the highlight cursor on Felicia. Hold START and 
press Right, Right, Right, Down, Down, Down, A. 

Play as Rkuma 

Player One: Place the highlight cursor on Morrigan. Hold START and 
press Down, Down, Down, Left, Left, Left, A. 

Player Two: Place the highlight cursor on Felicia. Hold START and 
press Down, Down, Down, Right, Right, Right, A. 

Play as Devi latte 

Player One: Place the highlight cursor on Morrigan. Hold START and 
press Left, Left, Left, Down, Down, Down. Keep holding START, wait 
for the timer to hit ten and press A. 

Player Two: Place the highlight cursor on Felicia. Hold START and 
press Right, Right, Right, Down, Down, Down. Keep holding START, 
wait for the timer to hit ten and press A. 

Play as Hsien-Ko 3 s Sister 

Player One: Place the highlight cursor on Morrigan. Hold START, 
move one character to the right and press A. 

Player Two: Place the highlight cursor on Felicia. Hold START, move 
two characters to the left and press A. 

Play as Rnita 

Player One: Place the highlight cursor on Morrigan. Hold START, 
move two characters to the right and press A. 

Player Two: Place the highlight cursor on Felicia. Hold START, move 
one character to the left and press A. 

Play against CPU Devi latte 

To play against Devilotte in a one player game, 
meet the following criteria: 

No continuing before Stage Seven. 

Defeat an opponent within one minute. 

Create at least one super combo. 

Have a Maximum Chain of four or more. 

Maximum power gem must be at least 20 units. 




Cc 

CONQUER 

UESTUOOD STUDIOS 
O SATURN 

Conquer Cades 

Enter these codes anytime 
during gameplay 

Nuclear Bomb A, B, C, Left, 

Down, Right, Up, Left, Down, Right, Up, A 

Ion Cannon A, B, C, Left, 

Down, Right, Up, Left, Down, Right, Up, B 

Air Strike A, B, C, Left, 

Down, Right, Up, Left, Down, Right, Up, C 

Money Code Right, Left, A, 

B, C, Z, Y, X, Right, Left 

Map Code Up, Down, 

Right, Left, A, Up, Down, Right, Left, A 

Laser X, Y, Z, Right, 

Down, Left, Up, Right, Down, Left, Up, X 
(Note: For this code to work, the player 
must have the Orca VTOL (helicopter). 
Instead of shooting missiles the VTOL craft 
will now shoot two red lasers like the 
Obelisk Tower.) 

Build Up Code Y, A, B, B, A, 

Down, A, B, B, A, Down, Up (Yabba Dabba 
Du) (Note: The player must possess a 
power plant and barracks for this code to 
work. Use the code to periodically access 
more buildings, units, and vehicles 
throughout a battle.) 

Visceroid Code C, Right, A, Z, 

Y, B, Up, B, B, A (Crazy Bubba) (Note: This 
code will allow the player to build a toxic 
lab in order to build a Visceroid.) 

Great Wall Cheat If the enemy is 

constantly sending units to attack a base, 
build a sand bag wall FULLY SURROUNDING 
the enemy’s base. The Al will not progress 
further than the wall, and therefore the 
enemy will be unable to attack or get 
tiberium. Build up forces for one mass 
attack to destroy the enemy. 



tt 
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GT INTERACTIVE © PC 


Cheat Codes 

Type ‘t’ and then enter codes as messages would 
entered in multi-player mode. 

bunz gives all shareware 

weapons, unlimited 
ammo and dual 
weapons mode 

calgon level warp 

capinmyass god mode off 

Clarice gives 100 health 

cousteau gives 200 health 

edmark shows ‘ahhh...those 

were the days.' 

eva galli toggles no 

clipping mode 

fork broussard super drunk mode 

funky shoes gives the super 

jump powerup 

goonies grants full map 

griswold grants full armor 

hongkong gives all shareware 

weapons and 
unlimited ammo 

i wanna be like kevin toggles god mode 

idaho gives all shareware 

weapons/ammo 

(limited) 

iojo drunk mode 

kevorkian kills you 

keymaster gives all keys 

krueger sets you on fire 

(very deadly) 

lara croft gives all 

shareware weapons 
and unlimited ammo 

mario level warp 

mcgee sets you on fire 

(very deadly) 

montana gives all 

inventory items 

mpkfa god mode 

nocapinmyass god mode 

onering grants temporary 

limited invisibility 

rate displays frame rate 

(didn’t work for us) 

satchel gives all inventory 

Spielberg level warp 

spork gives 200 health 

sterno turns the screen 

black, fades back 
dual weapons 
shows ‘I will not 
cheat.’ repeatedly 


CODE MONKEY 

CODES & MONKEY PR IZES. . . 

He’s freee... 




I’M FREE!!! That’s Right, code minions, 
this month ULTRA CP has a new Team 
Member, which means that the Golden 
Banana has finally been passed on from 
I, Roger ‘Banished to Hell’ Burchill, to 
Francesca ‘The Unsuspecting’ Reyes. All 
future Code Monkey (a.k.a. Code of the 


Month) submissions should be sent to 
Francesca at : All Access, ULTRA Game 
Players, 150 North Hill Drive, Brisbane, 
CA 94005 or e-mail the new Code 
Master at freyes@ultragp.com. Be sure 
to include your name, address, and 
what game system you own. 


All PlayStation and Saturn Code Monkey winners will receive a 
GameShark Videogame Enhancer provided courtesy of Interact 
Accessories, Inc. Future Code Monkey winners who own an N64 
will also receive a GameShark for their system, but unfortunately, 

N64 GameSharks are not yet available. ULTRA Game Players 
reserves the right to substitute a prize of equal or greater value 
for N64 owners until such time that N64 GameSharks become 
available. PC owners won't get jack! No, no, just kidding. PC 
owners will receive a prize of equal or greater value than a 
GameShark at the discretion of ULTRA Game Players. 


TUROK 

ACCLAIM O NINTENDO 

Dina Cheats 

1-8 Enter these codes in the ‘Enter Cheat’ menu. 


Code Effect 

BLLTSRRFND Unlimited Ammo 

CMGTSMMGGTS All Weapons 

DLKTDR Pen and Ink Mode (black and white lines) 

DNCHN Dana's Cheat (small enemies) 

FDTHMGS Show the Credits 

FRTHSTHTTRLSCK Infinite Lives 

GRGCHN Greg Mode (Robin’s Cheat, except no invincibility) 

RBNSMTH Robin’s Cheat (invincibility, all weapons, unlimited 

ammo, big head, credits) 

SNFFRR Disco Mode (strobe lights and dancing enemies) 

THBST Gallery (view, scale and rotate all 3D enemies) 

THSSLKSCL Spirit Mode (invincibility, slow-moving enemies) 
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O CODE MONKEYS: 


Garrett Gooch & Matt Williams, 
Memphis, TN 
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NOTE © YOU MUST HAVE A GAMESHARK TO USE THESE 


CAPCOM © SATURN 


Hnimatian Test ^ 

To access the Animation Test and extra voices in the 
Voice Test mode, highlight ‘Bonus Mode’ on the start 
screen. Then, hold Down the Left Shoulder Button 
and the Right Shoulder Button simultaneously and 
press START. The animation test will now be 
available to watch all the FMV segments in the 
game (including the ending). The Voice Test will 
also have voices for all the Bosses, including Cutman 
and Woodman. 


Batt testations 

Infinite Health - PI 800c368c0064 

Infinite Health - P2 800c39bc0064 


Command Sc Conquer 

Infinite Funds 8011 b964ffff 

801 1 c04cffff 


Cool Boarders 

High Stability 801827a40000 


Crypt Killer 

Infinite Bombs - PI 800fc17a0009 

Infinite Bombs - P2 800fc1d60009 

Infinite Health - PI 800fc1 740005 

Infinite Health - P2 800fc1d00005 


Command Sc Conquer 

Master Code f6000914c305 

b60028000000 

Infinite Money 1 608be1 affff 

1608be1cffff 


800d1 2de0064 
800d1 2fa0064 
800d1 31 60064 
800d1 3320064 
800d1 34e0064 
800d1 36a0064 
800d1 3860064 
800d1 3a20064 
800d1 3be0064 
800d1 3da0064 
800d1 2680000 
800d1 26C0000 


Die Hard Rrcade 

Master Code f6000914c305 

b60028000000 

Infinite Credits 1609fd74ff00 


Doom 

Master Code. 


f6000914c305 
b60028000000 
1 60893b60001 
1 60893ca03e7 
1 60893ce03e7 
1 608937a0001 
160893800001 


Mega Man 8 

Flash Bomb 8 

Homing Sniper 8 

Ice Wave 8 

Infinite Flash Bombs 8 

Infinite Homing Snipers . . 8 

Infinite Ice Waves 8 

Infinite Water Balloons. . . 8 
Water Balloon 8 


f6000914c305 
b60028000000 
1 60361 fcOI 00 
160361 fOOl 00 
1 60361 ecOI 00 
1 60361 f401 00 
1 60361 fe2800 
1 60361 f22800 
1 60361 ee2800 
1 60361 f62800 


Have Flame Sword . . . 

Have Ice Wave 

Have Thunder Claw. . . 
Have Tornado Hold . . . 
Infinite Flame Sword . 

Infinite Ice Waves 

Infinite Thunder Claws 
Infinite Tornado Hold . 


NBH Shootout ‘37 

Away Team Scores 0 800b3e3c0000 

Home Team Scores 0 800b3e380000 


Four ‘37 

801 ef50c0000 
801 ee9dc0000 


NCRR Final 

Away Team Scores 0 

Home Team Scores 0 


NBR Live ‘37 

Master Code f6000914c305 

b60028000000 

Away Team Scores 0 1 609d1 760000 

Home Team Scores 0 1 609d0760000 


Tigershark 

Infinite ECM-9000S 

Infinite EMP Torpedoes . . 
Infinite Galling Ammo . . . 

Infinite Lives 

Infinite MK-65S 

Infinite MK-77S 

Infinite MK-90s 

Infinite SM-19s 

Infinite SM-25s 

Infinite SR-70s 

Laser Never Overheats. . . 


800bff50001 3 
800bff 44001 3 
800bff3801ff 
800847980003 
800bff330013 
800bff420013 
800bff46001 3 
800bff 48001 3 
800bff4a001 3 
800bff4c001 3 
800bff3a07d0 


ACCLAIM © SATURN 


Impact Codes 2 

I.AM.IMORTAL Invincibility 

LOADSOFSTUFF Unlimited Ammo 


AA/nt*ATfOtf 
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BLRST CORPS: 

THE FIRST EIGHT MISSIONS 


RARE © NINTENDO bH 


Simian Seres 

This first level is pretty simple. There's a hidden bonus race car that you can take out 
for a spin here, but it’s suggested that you stick with the Ramdozer. Buildings crumble 
like stale bread here, so you shouldn’t have any problems clearing a path. 
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Blackridge Works 

Here you have the option of using either the Ramdozer or the Cyclone Suit. You’ll 
have to hunt down the Cyclone Suit if you want it, so we recommend using the 
dozer instead. Follow the trail of RDUs until you reach the group of buildings that 
must be destroyed. Some buildings, like the saw mill and silos, are pretty tough. 
Keep ramming them and you should be clear in no time. 


Sideswipe 

Another self-explanatory mis- 
sion. The Sideswipe vehicle is a 
little tricky and can get frustrat- 
ing. Sometimes it’ll destroy the 
buildings and sometimes it 
won’t. Make sure you have 
plenty of hydraulic refills for the 
Sideswipe or you may find your- 
self operating a useless vehicle. 
Refills can be found throughout 
the level in little blue boxes. 
Destroy six buildings in one 
minute and you should be okay. 


J-Bamb 


This level speaks for itself. The J-Bomb suit must 
be used to demolish seven skyscrapers within five 
minutes. The faster this is accomplished, the bet- 
ter rating you’ll receive. A good way to do this is 
aim for the center of the structures and then 
squash them like a house of cards. No problem. 



HLL RECESS 



The Backlash must be used to destroy three measly buildings in six minutes. 
This may seem like an eternity, but the Backlash is the toughest vehicle in the 
game to get accustomed to. Here’s a hint: follow the arrows and skid along their 
path. This should swing your back-end into the structures. Repeat until every- 
thing's obliterated, if all goes well, you’ll have the mission completed with five 
minutes to spare and earn a promotion as welt. 


Car rick Point 

Take the Sideswipe out for a roll! 
First follow the RDUs and collect 
plenty of hydraulic refills. Then 
head for the wharf and destroy the 
structures there. Finally, head 
toward the oil refinery and take 
care of business. Be patient, you 
have plenty of time to complete 
this mission. Don’t bother finding 
the Ballista or Thunderfist, they’re 
just a waste of time. 


Havok District 

Use the Skyfall and follow the RDUs until you reach the J-Bomb. From there, the 
J-Bomb should provide you with a enough power to take out the rest of the build' 
ings. Once again, aim for the center of the structures and everything should run 
smoothly. Oh, and don’t forget to enter the big rig to complete the level. 


Rrqent Towers 

This one’s pretty tough. Instead of 
spending valuable time searching for 
the other vehicles, we recommend 
you just take the Backlash and get to 
work. Some of the two and three story 
buildings are incredibly tough, but if 
you use the skidding technique with 
the back-end, you should be able to 
make it through the level with plenty 
of time to spare. 
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PLUG IN St MEET THE TERM. 


GILL 


ROGER 


MIKE 


FRANCESCA 


CONNECTION 


FROM OUR REEDERS... 


J ust when you thought 
it was safe to check 
out the back of the maga- 
zine, here comes the 
Network Connection. We 
at UGP pride ourselves on 
the ability to answer any 
question, no matter how 
strange or bizarre. Hell, 
we’ll even answer ques- 
tions that relate to games. 
That’s just the kind of 
folks we are! 

Start sending in 
those Game Ideas again, 
folks! Because you said it 
was one of your favorite 
sections, we’re bringing it 
back, so please stop the 
death threats, OK? 

if you have any 
compliments, criticisms or 
complaints, or game 
ideas, we want to hear 
about it. Just drop us a 
line at the address below. 

ULTRA GAME PLAYERS 
150 North Hill Drive 
Brisbane, Ca 94005 


Misogyny? 


It has become apparent that you 
guys have something against women 
as heroines in games. Numerous 
readers of your magazine have been 
asking about a possible Sailor Moon 
videogame. I was one of the people 
who e-mailed you and asked about a 
Sailor Moon game in the United 
States. You wrote back and said it 
wouldn't happen, which I think 
is unfair. 

I will point out that you said 
that it isn't in the works, but I don't 
think that people want to spent $55 
to $75 dollars on a mail order game, 
so would you please consider 
making a Sailor Moon RPG or 
Fighting game? 

Dr. Joshua Lawrence Curtis 
Penns Grove, NJ 

FRRNK>>> Not only do we have 
nothing against women as lead 


videogame characters, a quick poll 
suggests that quite the opposite is 
true. Favorite games around the 
office include Tomb Raider, Super 
Metroid and Resident Evil, all of 
which feature strong, original 
women as the lead protagonist. 

The fact that they all have unfeasi- 
bly huge feminine attributes is 
largely coincidental. 

Now if we could make a game 
based on Sailor Moon, we would, 
but we are a magazine publisher 
and we don't make games. We just 
make a fuss about games. There 
are several Sailor Moon games 
available in Japan for various for- 
mats. Why haven't they been 
released in the US? We don't know. 
Anyway, it's not our fault and we 
like women. 


into this office, it ain't 
gonna get past Bill. 4s for 
your questions: 

1. The last guy who 
asked me for 32X codes 
got thrown into the Bay , 
with his 32X chained to his leg. Let 
me tell you, just like the sales of the 
32X, that guy sank like a rock! There 
are codes for \IT 32X, but you'll 
need get one of our back issues to 
find them. 

2. Since we only cover PC games and 
not the Mac, I could be wrong, but I 
did hear something about the 
Macintosh being Doomed. 

3. The only Primal Rage sequel I've 
heard of is for the arcades, but if it 
sucks in the arcade, you can probably 
bet that it will show up on the 
PlayStation someday. 


Doomed systems Gambling fever 


I have a few questions for Roger: 

1 . Are there any codes for the 32X 
version of Virtua Fighter? 

2. Is there a version of Boom 2, 
Ultimate Doom, or Final Doom for 
the Macintosh? 

3. 1 heard that there's going to be a 
sequel to Primal Rage. Is this true? 
If so, what systems will it be for? 

Oh yeah, I was the one who 
sent the purple, bloodsucking beers 
from Mars to your door, so you bet- 
ter hurry up and answer these 
questions, or else... 

Mlcah 'the Dooms' Litant 
Boxborough, MA 


What the heck ever happened to casi- 
no gambling games? I personally 
loved Vegas Stakes and Caesar's 
Palace. This is a dying genre that I 
love, so please tell me someone has 
revived It. Are any new casino games 
coming out for SNES, PSX, or N64? 

Mr. Reno 
Louisville, KY 


ROGefl>>> First of all, I don't 
care what color or what type of 
beer you send to me, if beer comes 


The ULTRA GP crew asks the question: 
Hey kid, give us all of your lunch 
money! Hey, that’s not a question! Ow! 


My ears are freezing! It works better with the TV on... How do you spell ‘teh’? Hey gang, I’m not a veg head! 
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FflflNCeSCfl>» I guess since 
you can't actually min money playing 
'em, they didn't prove too popular. 
Check this out though: Gametek has 
just announced it'll be converting TV 
game shoms, like Jeopardy, to the 
1164. You could almays bet money on 
that... if it's permitted in your state. 
And for minors. That mould be some 
messed up state though, huh? 


Hot to trot 


Last year, I started taking Tae Kwon 
Do. A month later, I saw a girt that 
was so pretty, I fell in love right away. 
Soon, everything she did made me 
like her for herself. Her brown hair 
and great smile didn't hurt. 

The problem: I'm 14 and she is 
17. 1 would ask my dad, but he would 
start the 'birds and the bees' crap that 
I have known since I was five (thanks 
to Nasty Norwegian Nudes: Volleyball 
Edition). So, what do I do, guys? 
Michael Gordon 
Itoo Rivers, Wl 


Say what??? 

Gem geschehen, Bill! Bitte sehr! Zah 
ein Knab ein roslein sprang? Ich bin 
ein maus! Main arm ist ein stuck von 
nudel. Sind sieglucklich? Ich bin. Ich 
bin unbedingt zomig! Ich denken das 
mein kopf ist hart! Ist matio's kopf 
hart? Ist konnte sein. Ich glauben 
verbandzeugs sind besetzt! Ich 
geniessen fruhstuck! Ich geniessen 
bier, auch! 

Chinese Wedding Boy 
Halifax, N.S. Canada 

GILL»> Uh... OK... Well, as near 
as I can figure, Chinese Wedding Boy 
here is a hard-headed mouse mith an 
unbending zornig (Admit it, me’ve all 
had this problem at one time or 
another). While this problem is a 
source of unending shame, at least 
his glob is beset mith bandsams. 
Fortunately, his genie sends him beer. 
Thank God I only have to ansmer the 
normal letters... 


'Going through the tunnel on Kalimari 
desert is dangerous, but it Is a short- 
cut...' I went through the tunnel and 
found no short cut, could you direct 
me to it? 

2. 1 was excited about your last issue 
which had coverage on Street Fighter 
III. Will this game be released for 
the N64? 

David Podhaskie 
Valley Stream, NY 

FflRNK>>> Hola back, David, 

1. The tunnel is the shortcut. It's just 
a bit faster than going on the road. Of 
course, it's dangerous, because if you 
time it mrong, you'll hit the train. 

2. Word has it that Capcom is morking 
on a 64DD Street Fighter game, but 
SFIII may be pushed in favor of some 
kind of 'collection' featuring charac- 
ters from all the SF games. 


Top Left Mike Salmon: the only 
remaining UGP guy with 
long hair... 

Top Right: Doom: more of the 
same... Yeehaw! 

Center: Street Fighter III: 
Coming to the N64? 

Bottom Left: The UGP Fan Site 
Of The Month! 

Bottom Right: Chinese Wedding 
Boy: With fans like this, we’re 
all gonna end up on the Funny 
Farm real soon! 


Just ask Frank 


MIKe»> I don't usually 
provide help for the lust- 
i\ ful and hopeless (at least 
not for free, but by dialing 
! 7] 1-900-Ask-Mike, I can 
V help you all!), but I'll give 
/^s& you a freebie. Give it 

C up! She is 17, so 

irCdW j mhy on earth me 

vilv J shoul d mant to 

X \ N maste her time on 
/ \ an underaged child like 
\ yourself, mhen she could 
) be dating guys mith 

cars? Trust me on 
BBgS'y this and save the 17 
year olds until 

A you're in your 20‘s. 


Hola! I have a few 
questions: 

1. In my Mario Kart 
64 Instruction 
Booklet it says 
and I auote: ji 


ok Forward Homo Relo 


EMAIL HOb 


VISIT OUR 
WEB SITE: 


r /MTG \ 
6/A/&&A/P/A/G 
S00... A 


http : //wwu . ultragp . com 


prank : Foconnor@gamepLayers . com 
bill: bdonohue@gameplayers.com 
mikc: msaLmon@gameplayers.com 
ROGen : rburchlLl@gameplayers.com 


mine is part of the Imagine Gar 
;k, the premier source of gaming i 
demet. To find out more about IG 


Francesca: Freyes@gamepLayers.com 

http: //ujww. ultragp. com 


ULTRA GAME PLAYERS ID? 






Get a life 

This is for Roger. I like strategy 
games and one of my favorites is 
Romance of the 4 Kingdoms. I 
wanted to know if they are going to 
make the fifth one. If they do, tell 
me when. 

VlnhLe 
Quincy, MA 

R0G6R>» Well Vinh, it wouldn't 
surprise me if Koei came out with 
yet another incarnation of this 
game. I think Koei actually has a list 
of names of the millions of Japanese 
and the six Americans who buy 
ROTTK games, so you can bet they'll 
make just enough to sell to each 
one of you. But frankly my friend, I 
am concerned for you. Normal peo- 
ple weren't meant to play games 
like ROTTK. Look out your window. 
See that biped walking down the 
street? That is a girl. Approach her, 
and if she doesn't run away, talk to 
her. Trust me, you'll like it. 

New beginnings 

I can't live without your mag. I have 
some questions also: 

1. In the beginning of Twisted Metal 
Z, Specter was talking with a girl in 
front of his car. In the other begin- 
ning, Calypso was talking with 
Sweet Tooth. Can you tell me what 
it means? 

2. One time I was just pushing but- 


Well, Vinh, here's your dream come true! 
Find the secret message and win a ROTTK 
Mystery Prize! Really... 

casually setting down right next to 
this roll of duct tape. It would be a 
shame if they happened to acci- 
dently go off while taped to those 
three suckers... I mean, victims. Oh, 
the horror... 

Blood drive 

I am Jubei Msagami, the super 
Vampire Videogame Dark Lord of 
Nintendo. I'm just writing to let all 
off you know that I'm watching 
you!!! Ha Ha Ha!!! 

Jubei F, 

New Martinsville, WV 

FCank»> Yeah, you think 
you're watching us, but if you'd 
care to look out of your bedroom 
window, you might see a light col- 
ored, nondescript van. Inside lurks 
the entire UGP covert action squad, 
a band of highly trained vampire 
killers who're just waiting for a 
chance to kill anybody who might 
be a bloodsucking freak. If I were 
you, I'd stay indoors for a while, 
fang boy. 


Hey, Ivan, the next time you’re playing 
TWISTED METAL 2, try doing it with your 
eyes open. We guarantee the results! 


Saturn 2 be compatible with the 
first system? 

Derrick King 
Bronx, NY 


MIK6>>> There have been a host 
of rumors circulating about Saturn 
2, codenamed Black Belt. The Black 
Belt is tentatively scheduled for a 
Christmas '98 release and there has 
been no indication that it will be 
backward compatible. Put simply, 
the Saturn will be forgotten, but so 
will the PlayStation, the N64, and 
the Pentium Processor. The only 
way to keep up with this business 
is to keep forking out the money for 
the next big thing. 


He really cares 


I have Mario, Sonic, and Crash. 
One dies every sales quarter 
until Burgertime is re-released 
Tired of Waiting, 

Womelsdorf PA. 


BILL>>> Oh, the horror. 

Please don't do anything desperate. 
I can get Burgertime re-released 
sometime in late T999. Until then, 
don't load that handy shotgun and 
have it accidently go off two or 
three times. Pay no attention to this 
razor sharp knife that’s been dipped 
in poison, either. And just forget 
about these grenades that I'm 


tons and a secret car screen 
appeared, but I couldn't see the car 
or the car's name, because the cars 
were invisible. Do you know how to 
get that screen again? 

Ivan M. 

National City, CA 


FRRNCeSCfl>»> 1. That crazy 
Specter — he was discussing the 
price of candy in the Nineties. It 
used to be cheap and hard-boiled, 
like Jujubees and lemon drops. 
Although it's tough to buy 'em 
nowadays, old ladies keep them in 
hair-filled paper bags and give 'em 
out at Halloween. Hair-covered, pep- 
per-flavored stale candy is not a 
good thing. And that's how the con- 
versation went... 

2. Lock yourself in a dark room and 
try it again. Or wrap your face in 
bandages and put on a fedora hat 
and sunglasses. That way, you'll be 
invisible, too. 


Big bucks 


It seems that lagging sales and lack 
of a strong game library is hurting 
the Saturn in a big way. As an 
owner of one, I am concerned about 
this because the Saturn 2 looms on 
the horizon and its launch may 
mean that the original will soon be 
forgotten. Does this mean that I'm 
going to have to buy a 
completely new sys- 
tem, or will the 




RSK THE INDUSTRY 


1 . Will you continue to 
port some of your more 
popular Japanese 
games to the U.S.? You 
know, like 
Virtual On? 


2. I’ve heard from several sources that Sega Of 
Japan will once again design and develop Iron 
Storm II, and that Working Designs will port the 
game to the United States. Is this true? Are 
Sega’s dealings with Working 


Yes, we will continue to develop and 
port popular arcade games for the 
Sega Saturn. Our line-up for this year 
will include a number of arcade translations 
including Die Hard Arcade, Fighters MegaMix, 
Last Bronx, and Touring Car. 


YOU ask th6 Designs exclusive? 

questions, the 
experts answer 


Iron Storm 2 has already been devel- 
oped and released by SOJ in Japan. 
SOA had reviewed this title a couple 
months ago and decided not to bring it to the US 
We know that Working Designs was a potential 
publisher since they published the original Iron 


Storm, but I don’t know if 
that deal has been finalized. 
You’ll have to ask Working 
Designs about their plans 
for exclusivity. 


3. How will you be able to port Model 3 arcade 
games to the Saturn? Will it be made possible 
with an attachable upgrade unit? Possibly in the 
form of a memory cartridge? 

Some in the industry said the original Virtua 
Fighter could never run on a home console. We 
proved that it could with Sega Saturn. The Saturn 
has a large amount of untapped potential and we 
will continue to utilize it to provide gamers with 
the best arcade-to-home games possible. 
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Malicious ramblings 
from the man who’s 
played it all 

After reading all about the 
Jaded Gamer’s family, 


THE JHDED C RIMER 


nETUJDRH 


N ow that summer is get- 
ting started and the 
heat wave is kicking in 
(especially for those of you 
on the East Coast... ), let me 
give you all a brief respite 
from the weather by talking 
a little bit about Cool 
Boarders. This game gives 
all of us indoor types the 
thrills of surfing down a 
steep, icy mountain, while 
dodging trees, making sharp 
hairpin turns and surviving 
fantastic leaps across 
unfathomable chasms. And 
let’s not forget the crashing! 
What fun is any kind of 
snow activity game if it 
doesn’t include lots of limb- 
breaking, butt-freezing 
crashes? In fact, I wanna tell 
you about just such a crash 
that really happened to old 
JG (don’t gripe, you knew 
this was coming... ). 

Up by the familial 
homestead there is a hill. 

No, not just any hill; this hill 
went by the name of 
‘Eskimo Hill’. And the legend 
of the hill said that if anyone 
ever tried to slide all the 
way down from the top, 
they’d break the sound bar- 
rier and end up wearing 
their internal organs on the 
outside. So, of course, we 
had to try it... 

Three of us made the 
ascent that freezing morn- 
ing: myself, my cousin Wide 


Walter, and my Uncle Jack, 
whom we’d always thought 
of as ‘normal’. We were 
wrong about that... 

We reached the sum- 
mit and climbed aboard our 
inner tube. For those of you 
who are thinking ‘An inner 
tube?’, let me explain. An 
inner tube is just as fast as 
a snow board, but without 
any kind of steering ability. 
And since our family motto 
has always been ‘Guidance? 
What the hell is that?’, an 
inner tube seemed to be the 
correct vehicle for our 
record shattering attempt. 

Suddenly, we were 
moving. Uncle Jack was 
seated in the middle, while 
Walter and I had taken posi- 
tions along either side. It 
was like being duct taped to 
a rocket. I’d never felt such 
a sensation of raw speed in 
my short life before. 

Suddenly, over the 
hollow roar of the tube 
screaming over the ice, 

I heard a faint 'Hey, 
what the hell are 
you doing?!?’. I 
looked over to my 
left and, to my 
horror, ‘Normal’ 

Uncle Jack 
was prying 
Wide Walter’s 
hands of the 
inner tube, 
laughing the 


whole time! With a final 
‘No!!!’, Walter was gone. I 
could see him bouncing 
like a beach ball behind 
the tube, growing rapidly 
smaller and smaller. 

‘Way to go, Uncle 
Jack!’, I yelled, looking up 
and smiling. ‘That was a 
good one!’ Uncle Jack didn’t 
say anything. Instead, he 
looked down and started 
laughing again. ‘This one’s 
for you, Billy!’ he screamed 
and pushed me off the 
speeding inner tube. 
Bluewhitebluewhiteblue 
white, blue, white, blue, 
white, blue, white- 
blue... white... is 
the only way I 
can 


describe what happened 
next. That, and the numbing 
realization that I had about a 
half ton of freezing snow in 
my pants. It took an hour to 
crawl down the hill... 

Sounds like fun, huh? 
Well, if you can’t get to 
Eskimo Hill and you don’t 
have an inner tube, try Cool 
Boarders. Just don’t play it 
with Uncle Jack. 


mental image of ‘The 
Addam’s Family’. Well, 
you’re pretty close, except 
for the Lurch part. We 
didn’t have a butler... 

Top Left: Cool Boarders: No, this is 
NOT ‘Normal’ Uncle Jack... 

Top Righi : Roger Burchill discovers 
tiny writing on his controller! 
Center: Cool Boarders : Where the 
hell is the innertube? 

Bottom Left: Burger Time: A come- 
back could save the mascots! 
Bottom Right: Sega is in our ‘Ask 
The Industry spotlight this month. 
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4. With force feedback joysticks making a 
big impression on the PC scene, and 
Nintendo and Sony showing up with solenoid 
‘jolting’ devices for their controllers, does 
Sega have any plans to produce a similar 
device for its analog controller? 


Sega is constantly looking at new technology and 
certainly such a device is interesting If you look at 
the design of our analog controller, you’ll notice that 
it’s open ended, allowing the possibility of throughput, 
in other words, letting you plug other stuff in. Right now 
we have no plans to announce a solenoid feedback 
device, but like I said, new stuff is always on the horizon 


*Solenoid coils are basically pieces of metal that react 
under very mild electric current to produce movement. 
Since the reaction is analog, degrees of movement can be 
applied — giving reasonable force feedback. 


ASK THE BIG BOYS! 

Do you have something to say about a particular game com- 
pany? Say it to their face! Write up your question and send it 
to the usual address, c/o Ask The Industry. 
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HE y, I CAN 
SEE /V\Y 
. BRAIN... . 


' Ow! My T 
thumbs hurt for 
eternity! 

■ Mommy!! j 


jtinations 


sinning! Have 
w mercy!!! > 


Picture Gallery 
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as you can. I appreci- 
ate your cooperation. 
By the way, you put 
out one excellent 
gaming magazine. 
Christopher L Sams 
Smyrna, GA 


Hey, this ain’t the 
Summer Of Love! 


Bummer, man! 

I'm stuck. I can't figure out how to 
best the black blob inside the wind 
fish's egg. I really need this answer. 
Billy Vith 
Pittsburgh, PA 

BILL>>> You know, Billy, I had 
that same problem back in the '60's 
and I thought I really needed to know 
the answer, too. But then the tranquil- 
izer dart kicked in and the question 
lost its significance. Just tell me 
where you're at and I'll call 91 1, OK? 


The very first 

I don't know if I was clear with my 
question when I called you. I would 
like to know the month and year of the 
first issue of Game Players Magazine. I 
need this information for back issue 
purposes. Please contact me as soon 


BILL»> Well, 
Chris, the very first 
issue of Game 
Players was pub- 
lished way back dur- 
ing the winter of 1988 
and it was called 'The 
Game Players Guide To Nintendo'. As 
you can see here on the cover, 
the reviewing staff was really, 
really young and apparently 
all they cared about was 
Nintendo, which isn't a 
bad thing at that 
age. Of course, 
now we have 
people on the 
staff who 


are old enough to drink and vote, 
and all they care about is 
Nintendo. We're still not sure if 
that's a good thing or not... We 
became just Game Players the 
following year, as shown in the 
pic of the November 89 issue. 
Sadly, you can't order this issue 
from our Back Issues page and 
I'm not parting with my copy for 
any amount of money! 


SURFED ANY GOOD 
WEB SITES 
LATELY? 

Drop us an e-mail with 
the URL. If we feel that it 
goes above and beyond 
the call of duty, we’ll 
feature the page in a 
future issue! 


FRN SITE OF THE MONTH 


NINTENDO 64 CENTRAL 
http://lunartide.com/geo/n64central/ 


B eing one of the newer 
kids on the block. 


The layout is mi 

the first thing one 
notices. All the con- I 

tent pages are acces- ' 

sible from the main 
page and the latest 
updates are slapped right 
above. Your standard news, 
reviews, and previews are 
ail here, but there’s also 
other things, like galleries, 
polls, and cheats. These 
sections of the site aren’t as 
frequently updated, but they 
still add to the overall 
enjoyment of the site. 

Nintendo 64 Central is 
a very solid site. 

Send your fan-site ideas to: 


mw kids on the block, 
Nintendo 64 Central has 
worked hard on its image 
and now it’s beginning to 
pay off. Not to be overshad 
owed by other N64 sites, 
N64 Central relies on its 
forte of daily updates to 
keep it ahead of the pack. 


' -JESOsS 


jmontes@ganie 

players.com 


You own an N64? This place 
is for you. Vote for your 
favorite N64 games here. 

This is where cheats from 
Mario to Turok can be found. 

One of the neater places 
showcased on N64 Central is 
its gallery. 


Top Left: Frank O’Connor: What 
if he wants to touch it? 

Top Right; We became Game 
Players magazine! 

Center: The very first issue! 
Bottom Left: Our Fan Site Of The 
Month — N64 Central. 

Bottom Right: The Nintendo 64 








Now everyone 
who plays wins 
a free six 
month 
magazine 
subscription!! 
You can't lose! 


PlayStation, 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 

□ ($3.00) Computer Contest 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Name 


WORD LIST and LETTER CODE chart 

PINCH W PRESS K BLAST A WRECK D 

BREAK Z PUNCH S SPRAY C TURBO V 

STOMP T STAND R PRESS E DREAM. ...O 

CRUSH I SCORE H SLANT L CHASE P 


VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY AUG. 23RD, 1997 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to win. Employees of Pandemonium, Inc. and its suppliers are 
ineligible. Judges decisions are final. If judges are in error the sponsor's liability is limited to entry fees paid. Not responsible 
for lost or delayed mail. Open to residents of the U.S. and Canada. You can request Winners List and Official Rules by writing 
Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
respective companies who, along with this magazine, have no affiliation with this contest © 1996 Pandemonium, Inc. 


WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 
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NINTENDO 1 
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If OVER S 20,00(P IN PRIZES! 










Blast Corps • Golden Eye 007 • Lamborghini 64 • Lethal Enforcer 
Buster Bros. • Golden Nugget • Kumite • Necrodome • Grand Slam 
Hexen • MDK • Rage Racer • Syndicate Wars • War Gods • Quake 
Marvel Super Heroes • Alien Striker • Albert Odyssey • ManxT.T 
Super Motorcross • Sacred Pools • Ultimate Football 


Call now for a FREE catalog 
WE SHIP GLOBALLY! 

SHIPPING: FedEx 2nd day service 
1 -4 games $6.50 5-8 games $7.50 

Systems $12.00 Please call for International Rates. 
California residents add 7.25% sales tax 
Call 7a.m. -7p.m. PST 7 days 
FAX: (41 5) 893-81 90 or send mail order to: 

P.0. Box 2708, Novato, CA 94948 


SATURN ACCESSORIES 

Core System 149.99 

Arcade Racer Steering Wheel 69.99 

Memory Back-up CD 49.99 

Memory Card+ 39.99 

Game Shark 57.99 

RF Unit 19.99 

Sega Virtua Stick 49.99 

Eclipse Stick 44.99 

Advanced Controller 19.99 

MULTISYSTEM TRUE ARCADE 
CONTROLLER BY MAS 11 9.99 

Each additional system add 29.99 


ALL SALES FINAL. For Mail Orders, please include Name, 
Address, Phone Number and Game Titles. All Cancellations 
must be received within 72 hours of original order. Defective 
merchandise will be repaired or replaced under the terms of 
the manufacturer’s warranty. All returns will be tested, non- 
defective merchandise will be 
returned to customer at the 
customer’s expense. 


DISCOUNTERS 


GUARANTEE YOURSELF 
A COPY OF THE 
HOTTEST NEW RELEASES 


(a few double disc titles may be more) 


Call for our Weekly Specials! 

FACTORY SEALED 


I PLAYSTATION ACCESSORIES ■ 

Core System 

149.99 

Converter 

29.99 

PSX Memory Card 1 5 Blocks 

22.99 

Memory Card + 360 

44.99 

Game Shark 

57.99 

PSX Standard Controller 

14.99 

PSX Advanced Controller 

16.99 

PSX Ultra Controller 

19.99 

Multi-Tap 

49.99 

Link Cable 

19.99 

MadCatz Steering Wheel 

69.99 

RF Unit 

19.99 

Sony Double Flight Stick 

69.99 

Ascii Joy Stick 

39.99 

Ascii Advanced Joy Stick 

49.99 

Maximizer Joy Stick 

39.99 
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' for NEOGKO 


Issue 99 on sale June 24th! 
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While everyone relaxes with their 
PlayStation, N64 and Saturn, Neo Geo and 
^ M2 are quietly creeping back on the scene. 

We’ll take a look at Samurai Shodown 64 and a 
more in-depth view of 02, M2’s killer app. Plus: A 

■ huge preview of the 
^ goodies expected to 
III; ^ jpjrj debut at the 
L2P m > } . Sir impending E 3 show. 
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ULTRA Game Players. New orders from 
Fearless Leader... I know some of you have 
waited a long time for this message, so, with- 
out further adieu, here it is: The lamination of 
the ducks... I repeat: the lamination of the 
ducks. All of you who know what this means 
know what you’re supposed to do. The day is 
Friday. July 1 8th. The time is 5:30 PM, local 
time. Inform all Lizard Leaders. You know 
what to do... Hail Gazuga! All letters received 
are assumed to 
be for publica- 
tion unless 
marked other- 
wise. We 
reserve the 
right to edit 
such letters 
for reasons 
of space or 
clarity. 


Standard Mail enclosed in the 
following editions: A,B,C,D,A2,E,H 


Bulk Rate 

U.S Postage Paid South Florida 
Facility Permit No. 177 





SUBJECT DEPLANES FOR 
LAND BATTLE 


1997 Nintendo of America Inc ■ . and f the "N" logo are trademarks of Nintendo of America inc. National Archives Still Picture Branch, www.nintendo.com 




SUBJECT ATTACKED BY 
FELLOW SQUADRON PILOTS 
IN 4 PLAYER MODE 


SUBJECT JOLTED BY 
RUMBLE PAK™ 

IMPACT CONTROL SENSOR 


STARFOX- 64 INCLUDES THE «ms to adults 
RUMBLE PAK IMPACT CONTROL SENSOR 

ONLY FOR THE NINTENDO 64 SYSTEM |ly\' 
ATTACH IT TO YOUR CONTROLLER BUShH 
FEEL THE WHOLE PICTURE esrb 


SOON YOU WILL 131: ABLE TO FEEL 
THE FULL IMPACT OF SPACE C0MBA1 









SUBJECT INTERACTS IN REAL 
TIME WITH FELLOW PILOTS 


SUBJECT PERSPECTIVE CHANGES 
FROM VICTOR TO VICTIM 


SUBJECT ENTERS HYPER-REALITY 
OF THIRD DIMENSION 


/ -f- 


HeSSiS 


TI4IE QUIESTIONJ; 
DO YOU WAN! 


NINTENDO . 64 









CD-ROM 


Breakneck frame rates and real-time 
3-D destruction! 


Jgl nim 


SPORT 


THE TIME!) 
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'S SUDDEN DEATH ALL 


ST 


MAJOR LEAGUE 
OEATHSPORTS 


t plavbook filled with 40 weapons 
\how ‘bout that coach? 




We're bringing 
» home America's 
greatest professional deathsport so everyone can get 
a taste of the action! All the arenas. All the 
stats. All the realism of major 1 
Feel the 500mph hit of full-c 
a career high in kills. Tast 
inducted into the Hall of Flames, 
is waiting. 


(Download Free PC Demo: www.acclaimnation.com) 







Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 

If you come across anyone selling releases from 
tf is life, please do not support them and do let us know. 



IsP' 


Thank you! 



